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If you want to idd some serious horsepower 
to youypmmf experience, you’ve got to 
read Nintendo Power* Magazine each -nd 
every morrih- 

You’ll leanfhow to Pet oat of h.evy trlfuc 
und Into the fasten* for fon. Every artlcL If 
written to h.lp pave your way to th- winner's 
circle. You’ll rind r tank full of tips nd tricks, 
maps and moves, codes and cheats in every 
Issue that will have you burning rubber and 
smoking the competition. 

For lust $19.95* a year you get a subscription 
that’s folly loaded. Twelve issues delivered 
» / ur door, Including the January Bonus ' 
•s -.And throughout the year you’ll get 
• - 1 collector’s character cards and Super 
RV*r Stamps to spend like cash on excellent 
accessories front the exclusive Super Power 
Supplies Catalog. 

Order now and get youjr chof(p Jjptt 
Player’s Guide, It’s like a personal nMJ ?2 
to yotir favorite N64 game, With tt ybtfll p t 
extra mileage every rime you play! 

* f ^ mJ _ 

So step op lri Use the order. form or- 1 oil 
free now! 1*800*2 55-3700, 
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It s a lousy day for Wano-when he wakes up, he finds 
all of the treasure in his castle gone Using our 
exclusive maps, you can join him on his , ^ „ 

trek to the Syrup Castle to ft 

recover his precious hoard Get the 
details and (earn about Wario's 
new zombie transformation //OYZ^dkA 
skills on page 62. f 
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\ Do you know your stalefisnrroif^^^^BBH 
your shifty air ? Do you tweak on moguls or do 
they leave you feeling melancholy? You’ll know 
exactly what we're talking about after you read up on our 
tips and strategies for the riders, boards, tricks arid courses 
in Nintendo's 1080* Snowboarding, a cool title that's part 
racing, part freestyle and pure fun 












WOKtl> TOl/B 


Ralph, Lizzy and Georgs 
are back and rampaging 
across the globe tn 
Midway's revised arcade 


f classic, completely updated 
f and enhanced for the N64 
Our monstrous review 


1 includes a culinary menu of 
hapless humans and other 
goodies in the game and warns 
you away from the junk food that 
leaves a sour taste in your mouth 
or smoldenng embers in your over 
sized stomach 


108CT Snowboarding 

Rampage 
NHL Breakaway *98 

Quake 

Yoihi’s Story Continued 
N8A In The Zone *98 

Wario Land II 
Castlevania Legends 
Bust-A-Move E 


Quest Preview is 
Look at Mission: Impossible 58 
i Power Award Nominations 7E 


Player’s Pulse 
Power Charts 
Classified Information 
Counselors’ Corner 


Now Playing 
Pak Watch 
Next Issue 


Does GoldenEye 00? have the golden touch? Will it win Best N64 
Game of 1997? That depends on your vote in the Nmtando Power 
Awards Read up on the nominees for Best Hero or Heroine, Most 

I "More Annovina Than 


Innovative Game, and the controversial 
The Spice Girls” Award, then vote on your Player's Poll Card and 
mail it Vbu might win a t-shirt, a game, or score an N64 system 
and game library! 
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This month, readers are sounding off on WCW Vs. NWO, DKR and 
Bombervnan 64. They also have a thing or two to say about earning 
bonus options by finishing a game. Who's right? Let know by sending 

us your tworcents worth of Siskel-and-Eberting via snail mail or e-mail! 
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mix If I want fligf 
PilotWfpgs 64. If I 
ing, Nybuy Mario 
ExtreYne-G If } war 
I'll take Star Wars 
of the Empire. If 
adventure, give tye 
Mario anytime! 1 jfn 
that, in the futy 
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Patrick Barry « Jacksonville, Florida 


Wrestle Mania 

Whoa 1 I finally found the per¬ 
fect wrestling game: WCW 
vs NWO World Tour. With 
the new grapple-and-counter 
system, THQ has resolved 
the stupid button mashing of 
WW; Royal Rumble and its 
clones And there's no more 
waiting 1 If you are eliminated 
from Battle Royal, you can 
still play outside of the ring 
by dragging other wrestlers 
out from under the ropes 
Even ColdenEye 007 seems 
pitiful compared to this 
game's multiplayer mode, 
especially the Battle Royal 
mode, which is total carnage 
Add to that the high quality 
graphics and incredible num¬ 
ber of moves, wrestlers and 
options, and WCW Vs, NWO 
is easily the best wrestling 
game ever made 

Dominique Gagnon 
Via the Internet 

WCW Vs NWO World Tour 
is absolutely the best video 


game I have ever played The 
graphics are great and the 
game play^-is fantastic 
However, there are too many 
parts where a guy's arm<- 
or something goes right 
through someone's bodwapd 
game doesn't include 
the wrestlers' theme music. 
Besides that, it's great' 

Michael Kwan 
Via the Internet 


Diddy Kong Rating 

I think Diddy Kong Racing is 
one of the best games ever to 
come out on the Nintendo 64 
When I tell my friends about 
it, they have one response- 
Mario Kart 64 DKR is very 
different from Mario Kart. In 
DKR, you have three vehicles 


to choose from, new weapons 
and power-ups. And I love the 
new graphics system Rare 
used for the game DKR deliv¬ 
ers a world of racing mixed 
with a touch of adventure 

Patrick Samona 
Via the Internet 

Diddy Kong Racing takes the 
best elements of the best 
games, mixes them together, 
and produces the most repul¬ 
sive concoction I have ever 
seen Just imagine trying to 
mix your favorite foods in a 
steak, pizza, ice 
cream, Oreo cookies, broc¬ 
coli,. asparagus, apples, 

l AT 

and a piece of 
blend, then try 
it's the perfect 
flight, I'll take 
If I want rac- 
Kart 64 or 
want action, 
Shadows 
If I want 
Zelda or 
hoping 
Rare' 

won't spring surprises on us 
like this one 

Anthony James tarrea 
Via the Internet 

Equally surprising Is that • 
you've listed "a piece of 
sausage" as one of your 
favorite foods f Dietary pref¬ 
erences aside , your point is 
well taken. Some gamers 
and racing purists agree 


that DKR somehow compro¬ 
mises racing along its 30-plus 
tracks (by far, the highest 
number of tracks for any N64 
racer) by requiring racers to 
seek put hidden keys , Gold 
Balloons and Silver Coins 
VVe think the combination 
successfully adds more depth 
to the genre The way we 
it, adding anything extra 
(adventure elements or, heck, 
even a piece^f sausagpj to 
DKR isn't overkiUr^'s just 
icing on the cake ' ’ 

Down with Pipsy 

In Volume 104, you stated that 
Pipsy was the Best driver in 
Diddy Kong Racing, I've got' 
some news for you- Pipsy 
stinks! Her top speed is as slow 
as, if not slower than, a 300- 
year-old dog chasing a slug 
uphill. Therefore, your new 
year's resolution should be TO 
LEARN HOW TO DRIVE!!! 
Krunch and Bumper are the 
best (besides Drumstick, of 
course). At top speed, Krunch 
and Bumper eat small mam¬ 
mals and turtles, like Pipsy and 
TipTup, for breakfast. 

Bob Race 
Via the Internet 
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Michael Singleton • L umberion, North Carolina 


you've beaten the ghost on all 
20 regular tracks (you can 
ignore the battle arenas and 
Trophy Races), you'll be able 
to select T T as a driver It's 
not an easy task, but, quite 
frankly, using Pipsy will make 
the job considerably easier. 


t 


Indeed, Krunch is the fastest of 
the-eight regular Diddy Kong 
raccis, However, we ranked 
Pipsy as the best drivei 
because it's mt speed alone 
that makes a good driver . 7 
Pipsy'slight'’handling-aod-^ E 
quick acceleration makes her 
the favorite driver of many 
garnet including Inany of the 
game testers here at fciOA 
Surely you're a pro if yoincan 
master Krunch, but the 
Kremltng isn't second in speed 
to only Drumstick, IT. the 
clock i$ another hidden char¬ 
acter who can leave Krunch 
in the dusk He's hot only the 
fastest driver, hut T T.'s ham 
dhng and acceleration are far 
superior to Drumstick's. To 
access T.T., switchpn time 
Trial tn Tracks Mode If you 
race an especially fast time in 
i track, you'll activateT T H 
ghost for pint course Once 


i 

is 


Stop Limiting My Fun! 

I thought that if you buy some¬ 
thing, you own it and all that it 
contains Obviously, you do not 
think so, I don't know what rea¬ 
sons you have for limiting my 
fun, but they better be good I 
own GoldenEye 007, so I 
should be able to play any level 
and be any character I want, 
regardless of how "far" I've got¬ 
ten in the game There should 
be an option for this, none of 
this "you have to beat certain 
things and go in order" stuff. I 
own the game I discussed this 


with many of my friends, and 
some side with you, saying that 
it makes the game more fun 

Jason Krpan 
Winthrop Harbor, IL 

You can't fust skip to the good 
parts, Jason that's like reading 
the last page of a book or sit¬ 
ting through the finale of a 
movie before you've found out 
the rest of the story Gaming is 
meant to be an experience that 
builds upon itself, and, like 
anything in life, you learn as 
you go so you can apply your 
knowledge to move further If 
GoldenEye allowed you to skip 
straight to the Cradle, Egyptian 
or /\ztec levels, you wouldn't 
have the spying finesse and 
know-how that you would 
have developed had you 
played through the game in 
order (and instantly getting 
blasted into Swiss cheese 
because you don't know how 
to defend yourself doesn't 
sound very fun to us, Jason) In 
many games, you could score 
up to 999,999 points, but just 
because there's that chance, 
doesn't mean that the game 
should hand it to you on a 
platter You own the game, 
and, while you may not be 
able to access the extras yet, 
you own the bonus options 
nonetheless And we're confi¬ 
dent you also own the ability 
to work your way up to them 
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SAME BOY TOP 5 SUPER NE3 TOP 10 NINTENDO 64 TOP 13 



nm (ham 


This month, in addition to voting for the monthly Power Charts, you can cast 
your vote for the 1997 Nintendo Power Awards* Don't 4et your favorite game 
of the moment or your favorite ^me of the year get overlooked. To vote, fill 
out the insert card between pages 82 and 83 and send it in! 
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James Bond is known by two num 
bers 007 and #1 After a month with 
WCWVs NWO on his trail, he eludes 
the wrestlers as they tumble down 
four spots Meanwhile, AeroHqhters 
Assault makes a surprise debut, land¬ 
ing at eight 


STAR FOX 64 
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GAME 

(OMANY 

UTT 

/mm 

■SHI 

l GOLDENEYE DD7 

NINTENDO 

1 

IS 

2 D1DDY KONG RACING 

NINTENDO 

3 

4 

3 STAR FOX 64 

NINTENDO 

4 

ID 

4 SUPER MARIO 64 

NINTENDO 

6 

18 

S BOMBERMAN 64 

NINTENDO 

— 

3 

6 WCWVS.NWO: 

worn row 

THQ 

2 

2 

7 MARIO KART 64 

NINTENDO 

s , 

IS 

8 AEROFIGHTERS ASSAULT 

VIDED SYSTEM 

— 

1 

9 NFL QUARTERBACK CLUB '98 

ACCLAIM 

7 

3 

ID SAN FRANCISCO RUSH: 

tXIRME RACING 

- 1 -- 

MIDWAY 

ID 

0 

3 

-j 

1 THE LEGEND OF ZELDA: 

A LINK TO Oil PAS T 

■—— *-n 

NINTENDO 

1 

/j 

2 SUPER MARIO RPG 

NINTENDO 

2 

23 

3 DONKEY KONG COUNTRY 3: 

Dixie KONG’S Dome TROUBll 

NINTENDO 

3 

17 

4 FINAL FANTASY III 

SQUARE 

4 

39 

S DONKEY KONG COUNTRY 

NINTENDO 

S 

41 

6 DONKEY KONG COUNTRY 2: 

DIDDY'S KONG OMT 

NINTENDO 

6 

35 

7 CHRONO TRIGGER 

SQUARE 

7 

32 

8 SUPER MARIO KART 

NINTENDO 

— 

59 

9 FINAL FANTAS Y11 

ID STAR FOX 

SQUARE 
NINTENDO ^ 


64 

— 

6D 

1 THE LEGEND OF ZELDA: 

IINK’S AWAmiNG 

NINTENDO 

1 

59 

2 DONKEY KONG LAND 3 

NINTENDO 

2 

4 

3 SUPER MARIO LAND 2: 

6 GOLDeN COINS 

NINTENDO 

S 

64 

4 DONKEY KONG LAND 2 

NINTENDO 

3 

19 

5 DONKEY KONG LAND 

NINTENDO 

4 

38 



THE LEGEND OF ZELDA 

A LINK 70 m MSf 
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After an unusual shake-up last month 
(thanks to WCWVs NW0), the Super 
NES chart returns to its usual self 
And, as usual, A Link to the Past is 
still on top 




DONKEY KONG LAND 3 
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This month, we're covering 
Castlevama Legends, Bust-A-Move 
2, and Warioland2 Could these 
new Game Boy titles crack the top 
five 7 It's up to you, so be sure to 
cast your vote 1 


SUPER AMMO LAND 2 

A GQlDtH COiNS 


<0> <3> 




o NINTENOO POWER 


LZELDA64(N64) 
2^ilNTENDMWISWRIVE 
^ YOSHrssrmm4) 

^ OLDENEYEDDnm) 

^ UPERMARI0642(N64) 

6. AEROFIGHTERS ASSAULT (N 64) 
^ UPERMARIORPG2m4) 

8. DIPPY KONG RACING (N64) 
^ISSIONJMPOSSIBLE(N64) 
ID. EARTHBOUND 64 (N64) 

































































LETTERS* CONTINUED... 


It's Not Whether You Win 
or Lose... 

You know what stinks about 
today's games? There's way 
too much emphasis on beating 
the game and finding every¬ 
thing Jt used to be that you 
never got a thing for finding all 
the items Now, players expect 
to get a reward for finding 
everything, then they com¬ 
plain that they've done it all 
and proceed to sell their 
game. What I suggest is that 
players stop and take a look at 
what's around them in the 
game Maybe, just maybe, 
these "no replay value" com¬ 
plaints will disappear 

Steven Reich 
fannesville, Wl 

Oa Bomb or a Dud? 

Bomberman 64 is so much 
better than the original You 
described it perfectly when 
you called it frantic fun The 
Adventure Mode in the Super 
NES Bomberman was a flop, 
but the N64's adventure 
mode alone is reason enough 
to buy Bomberman 64—it's 
all about finding the custom 
parts and secret areas But the 
lure of Battle Mode is what 
really draws people into 
Bomberman 64 

David fwad 
Wa the Internet 

Didn't we learn from Jurassic 
Park that just because we can, 
doesn't mean we should? The 
automatic way to make a clas¬ 
sic game worthless is to make 
it 3-D 3-D Tetris? That's too 
complicated Some things 
should be left as they are— 
including Bomberman 

Jim Fske w 
West Chester, OH 

In and Out 

In Volume 104, in the Bonus 
Issue's In and Out List, you 


aae ot uiay 

loogerman is a hidden character in Clay Fighter 63 ] A, but what 
ibout Elliot Houser? Like Hobo Cop, the 11-year-old from St.j 
'aul, Minnesota didn't make it into Interplay's twisted lourna-j 
ment fighter, but he had his likeness molded into a clay maqui 
itte like the ones that were digitized into the game. Elliot scored! 
the grand prize in Volume 98‘s Player's Poll Contest and won a 
trip to Interplay in California, where his sculpture was being] 
molded He rounded off his weekend getaway with a day al 
Disneyland, but, being the gamer he is, Elliot's favonte part of 
the tnp was seeing Interplay's programmers at work and th< 
>ing able to test their gaming skills 
! at the local arcade 


\ 


Putting himself 
in Interplay's 
hands, Elliot 
Houser had his 
likeness mold¬ 
ed into a clay 
caricature, like 
the ones used 
in Clay Fighter 
63 W 
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listed Zelda 64 as "in" and 
Final Fantasy VII as "out." 
Get a clue: the games are 
obviously different types of 
games I know Zelda 64 is 
going to be an awesome 
game, but it's an adventure 
Final Fantasy VII is the king 
of RPCs for now, until FFVIII 
comes out, or, maybe even 
EarthBound 64. Zelda is the 
king of adventure games and 
you can't compare Zelda 64 
to FFVII—it's like comparing 
Super Mario 64 to GoldenEye 
007 I'm not bashing 
Nintendo In fact, the N64 


has got some really awesome 
games, including Super 
Mario 64, Turok Dinosaur 
Hunter and GoldenEye 007, 
and I'm eagerly awaiting 
some future games including 
Zelda 64, Dracula 3-D and 
Hybrid Heaven (if it's any¬ 
thing like Metal Gear). Just 
don't bash other systems 
because they aren't your sys¬ 
tem Although 70% of 
PlayStation's games are horri¬ 
ble, it still has some good or 
even excellent games 

Richard Burns 
Via the Internet 


mrs iwr. msss 

Yoshi’s Story arrives this month WITHOUT Baby Mario. That’s at 
least one thing the game has going tor itself. Do you think Yoshi’s 
Story has plenty of great and novel ideas to offer gaming, or Is 
all the hype purely fiction? Should more side-scrollers enter 
the next generation? 

NINTENDO POWER PLAYER’S PULSE 
P.0. BOX 97033 
REDMOND, WA 98073-9733 
E-mail: noapulse@nintendo.com 


PHONE DIRECTORY 

NINTENDO 

POWER 

SUBSCRIPTIONS, 
SYSTEM SETUP 
AND REPAIR 

1 - 800 - 255-3700 

(1-800-422-4281 TDD) 

6a,ni-9p.ni Pacific time, 

Monday Saturday 
Ge.ni-7pm Sunday 
French- and Spanish-speaking 
representatives ere evoilehle 

TALK TO 
A GAME 
C0UNS1L0R■ 

1 - 909 - 288-0707 

U.S $150 per minute 

1 - 900 - 451-4400 

Cenede $2 00 per Minute 

(1-425-883-9714 TDD) 

6 e.m - 9 p m Pacific time^-w jrj 
Mondoy Saturday 
6 e m -7 p m. Sunday 
Cellars under age 16 nerd to obtain 
perentnhtemriasion to cell. L a 

« IP vHp 

POWEttLfNE 

1 - 425 - 885-7529 

Prerecorded Game Tips 
and Future Product 
jg 1 *m - toformatUtfT 

News about recent releases and upcoming 
games for ell Nintendo systems Cell for 
help on Yoshi's Story, Dlddy Kong Racing, 
Bomberman 64, Clay fighter 63 *6. GoldenEye 
007 Star Fox 64, Haxon, War Code. Super 
Mario 64, Bleat Cnrpe, Turok: Oinoaaur 
Hunter, Doom G4, Killer Instinct Gold, Star 
Wars Shadowo of the Empire. PilotWings 
04 end Mortal Kombat Trilogy for the 
Nintendo 64 There's alee help for any Super 
Mario geme for tbe Super NES ond NES, 
Warm Land II, Oonkey Kong Lend, 0KL 2,0KL 
3 for the Game Boy, any Zelde gome, Donkey 
Kong Country 1,2, snd 3, Mischief Makers, 
Harvest Moon. Lost Vikings 2. EarthBound, 
Illusion ol Goia. Lufia II. Super Matron), 
Secret of Evermore, Chrono Trigger, Final 
Fantasy III, Super Mono RPG, Breath of Fire 
I and II. Killer Instinct, Street Fighter Alpha 
2. Mortal Kombet II, Mortal Kombet 3 and 
Ultimate Kombat 3 Thie tell may he long 
distance, so he sura to get permission from 
whoever pays the phorMtyll before you call. 

NINTENDO 

POWER 

SOURCE 

wWw.nintendo.com 

E-mail- nintendo@nintendo.com 
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It’s an endless winter 
in Nintendo f s 1080* 
Snowboarding! Our NP 
exciueive shows you 
how to bust out the 
beet tricke in the game 


tiAUn&yj 


1080° Snowboarding is the closest thing you'll 
find to boarding without risking frostbite. The 
game's crystal-dear graphics and spectacular 
sound effects are beyond anything seen in a 
skiing or snowboarding video game so far. And 
you can heighten the realism by plugging in a 


Rumble Pak so you can feel your board chatter 
across slick ice, plow through deep powder, 
slam between towering moguls, bonk fallen 
logs or slide along frozen railings. Whether 
you love to board or just dream of doing it 
someday, this is your endless winter. 


Six Modes 


1080° Snowboarding's six 
modes are different formats of 
freestyle and racing contests. 
Time Attack is a slalom 
course. Match Race and 2 
Player Vs modes are both 
head- to-head competitions. 
Both Contest and Trick Attack 
modes are stunt challenges in 
which you earn points by per¬ 
forming tricks. If you're look¬ 
ing for a free ride session, you 
can sharpen your skills in 
Training mode's half pipe and 
free-ride park. 


TIME ATTACK 



2-PL AYER VS 


ae'AW 



TRICK ATTACK 



TRAINING 



CONTEST 



MATCH RACE 
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All five riders have different strengths and weaknesses— 
study their statistics to plan your strategy. A rider with a 
high max speed is great for racing, while a character with 
good jumping skills and power will score high in the half 
pipe and Trick Attack. 

KIMACHI 





Kensukc doesn't have aspacialty, but his balanced skills guarantee 
that he'll make a good showing in any racing or freestyle event Pair 
him with aScout board in the half pipe or a Tahoe on the race course 


RICK Y WINTERBORN 




Canadian Ricky Wmtarborn is a natural athlete who has the best 
technical and jumping skills m the game Push his stunt skills to the 
limit by grabbing air on the biggest ramps and berms you cen find 


Snowboards 

Pick your ride—1080" Snowboarding features eight dif¬ 
ferent boards, all with individual performance factors. If 
you're shooting for a winning run, consider your rider's 
strengths and weaknesses before you grab a board. 



American Rob Haywood has the speed, bdance and technique to domi¬ 
nate most of 1080° Snowboarding's contests. But if you're looking for 
air in the half pipe, Rob's weak jumps won't aam the high scores. 



Akan may not have much spped or power, but har outstanding balance 
and supenor jumping skills make up for those shortcomings. She doesn't 
like to raca, but shas always a top contender in freestyle events. 


OION BLASTER 


The U K's Dion Blaster is the fastest boarder on the mountain, but the 
big rumor going around is that this guy also has the worst balance end 
jumping skills The stable Tahoe boards are best for him 


TAHOE 151 



The Tahoe 151 is ideal for racing 
or half pipe, but it doesn't have 
as much flex as the Tahoe 155 


MERLOT 147 


SELECT lOA tD 

f» tssJEsK 
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The Merlot 147 is a solid inter¬ 
mediate board that's perfect for 
mastering tricks in the half pipe. 


BYLINE 149 



The B- Line 149 is almost identi¬ 
cal to the Merlot 147, except it 
has slightly bettar adge control 


SCOUT 15G 



The Scout 156 has excellent 
acceleration, response and edge 
control Try it on a gladad run 


TAHOE 155 



The stable Tahoe 155 is the 
fastest and most responsive 
board in tha game, but it could 
use more flex. 


SCOUT LTO.1GB 



While the Scout Ltd 162 isn't the 
fastest board, it does have the 
best flexibility of all. 


MERLOT 143 



The Merlot 143 is nearly identical 
to the Merlot 147 except it has 
slightly less response and flex. 



The B-Lme 154 is a solid performer 
with good acceleration and edge 
control—perfact for the half pipe. 
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Catch air with flair? If you don't want to go 
through your snowboarding life looking like 
a hucker—that's a lame poseur who doesn't 
care how he or she lands—you'd better pay 
attention and study these grabs and spins. 
The moves listed on the charts below will 
win the big points and the high scores in 
t080° Snowboarding's Contest and Trick 


Attack modes. When you've mastered 
these mid-air moves, spend some time 
working on the timing so you don't bail or 
crash on the landing. Any good shredder 
will tell you that the longest spins and 

t 

stalled grabs won't add up to diddly-squat 
if you can't stomp it when you touch back 
down on the ground. 
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Grab tricks are mid-air moves that involve grabbing your board with one or both hands. 
The trick to scoring big is to stall or hold the pose as long as possible before' you land. 



INDY 

• 

200 PTS 

O+B 

An Indy is a bant-Jeg grab with the nders’ rear hands grip 
their boards between the bindings on the toe edge 

INDY NOSE BONE 

250 PTS 

O+B 

This grab very similar to the Indy areb, except the snow- 
boarders’ legs are "boned’' or perfectly straight 

MELANCHOLY 

lOO PTS 

B 

To do a Melancholy, riders reach behind their straight 
front legs and grab the heel edge between tha bindings 

STIFF Y 

250 PTS 

O+B 

The nders' legs must remain perfectly straight during this 
board grab Get lots of air or you'll bail on the landing 

STALEFISH 

250 PTS 

O+B 

A StaJefish is where the riders' rear hands grab the heel edge 
behind their rear legs while their rear legs remain straight 

MUTE GRAB 

250 PTS 

O+B 

During e Muta Grab, riders grab the toe edge of the board 
with the front hand placed naxt to the front foot 

TAIL GRAB 

200 PTS 

O+B 

A simple and fast move, the "fell Grab requires riders to grab 
the tails of their board with their rear hands 

TWEAK 

300 PTS 

O+B 

In this move the boarders'front hands greb the heel edge 
of their boards and pull it directly in front of them 

METHOD 

200 pts 

O+B 

To do a Method, nders catch air end grab their boards' heel 
edge with their the front hands and hold it at head level 

NOSE 'G fit A B 

200 PTS 

O+B 

A quick mova, this is an airborne trick in which riders grab 
the front of their boards with their front hands 

SHIFTY 

400 PTS 

O+B 

A Shifty is a big air jump where the riders rotate their 
upper and lower torsos in opposite directions 



Indys arequck grab&Use theroto 
earn easy points while pound¬ 
ing down the small bumps 


ST IFFY 



Grabs like Stiffles take time to 
set up-make sure you have 
enough air or you’ll oat snow. 


STALEFISH 



The longer you hold a grab, the 
more points you'll earn But 
don't bail on your landing 


SHIFTY 



Shifty grabs are worth 400 
points, but Ricky and Rob are the 
only nders who can do them 
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Spin Tricks 


1080 ° SNOWBOARDING 



Spin Tricks are easy to learn in 1080' Snowboarding. After you master your first spin trick, the 
180 Air, add the extra move to do the next trick. Keep adding on the moves until you can bust 
out a 1080 Air—that's three complete rotations—without thinking about it. 


Dl 


1BO AIR 


3BO AIR 


lOO PTS 


300 PTS 


A+R+O 


A+R+O 


This move turns you completely around in the air so you 4 
be riding in the opposite direction when you land 


O 

o 

p> 


A 360 turn is a complete circle If you're riding forward in 
the half pipe, you'll land riding backward, or fakie 


1 


BAD AIR 


350 PTS 


A+R+O+R+O 


The 540 is a360 turn followed by a 180 Riders with strong 
jumping skills can pull off this move in the half pip© 




o 


7PO AIR 


300 PTS 


A+R+O+R+O+B 


1* , 


This is two complete turns with a backward or fakie land 
mg in the half pipe Try learning this move on big jumps 




0 


300 AIR 


350 PTS 


A+R+O+R+O+B+R+O+Z 


A 900 is two complete circles fimshed with a half tufri 
Get plenty of air if you want to do this on the half pipe 


lOBO AIH 


400 RTS 


A+R+O+R+O+B+R+O+B+Z 


& 


This is three complete circlas in the air.YouTf spend sa ^ i 
much time flying that you'll need a frequent filar card. 




1 


Combos Arc Your Key 


to a High Score 


Holding a grab in the air is oneway to gain points, but you can earn even more 
when you combine several grabs with spins and flips when you catch big air* 
As you explore the courses, find the jumps that will give you the most air, then 
try a combo on that spot during the next run. The most important thing to 
remember is that you must stomp—touch down without bailing—the landing 
so you can keep all the points you earned in the air. 






When it comes to doing tricks, the Nintendo Power 
staff and Nintendo's 1080' Snowboarding testers 
were split on where to go to do their favorite stunts. 
Just like real life, some players preferred to 
ride open terrain while others were 
content to bust out phat air 
above the half pipe all day. 
While nobody could agree 
on which was better, 
everyone agreed that 
1080' is the best win¬ 
ter sports title so far 
on the N64. 
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No matter which of the six modes you decide to play in 1080° 
Snowboarding, you'll have to memorize every mogul and icy patch 
on the eight courses before you can take over the scoreboard. 
While eight courses might sound small, you'll spend hours seeking 
out the shortcuts, jumps and fastest routes down the mountain. 


>SELECT COURSE 





Tuck to build your speed before 
the jump, then push off to get 
additional air so you can go for 
multiple spins and flips 


3dOA!ft 

*46AI* 


Air Make is a massive jump inside a crowded arena. Of all 
eight stages in the game, this is the smallest place to ride, 
but Air Make has one of the biggest jumps where you Can 
catch the most air and score big stunt combos* r 


Air Make 


Air Make's nordic-style ski jump is one of the best big air 
venues for pulling off combo tricks You'll find that you 
can pull off four or five moves before you have to 
straighten out and touch back down on the snow. 


Half Pipe 

If the half pipe in the Training mode were reproduced in 
real life, it would probably stretch for five miles. This long 
m pipe is ideal for perfecting your tricks on the shorter Contest 
and Trick Attack arenas. 





You'll ride the Half Pipe when you choose 
Traming, Contest or Trick Attack modes 
Training's half pipe is the longest, making 
it ideal for practice sessions 
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1080 ° SNOWBOARDING 



Crystal Lake is the easiest course in the game. This run fea¬ 
tures a little bit of all the terrain from the other courses in 
the game, and it's an ideal primer for learning how to mas¬ 
ter riding through powder or jumping moguls. 



There are two moguls near the starting line on the Crystal Lake 
course Dodge them if you're racing, or hit them head-on for some 
serious air if you're trying to score mid-air spins and grabs. 



The course narrows through these tight S-curves, but if you have a 
board with sharp edges, you won’t eat the rock walls Catch some 
big air as you blast down the chute at the end of the turns. 



There's another short run on the other side of this shack To find it, 
jump off the ramp next to the building or plow through the powder 
until you can cut into the gap between the wood fence and rock wall 





Hit the wood remps tooern 
stunt points, or dodge them if 
you're racing and want to kick it 
for a high-speed score. 




The top half of Crystal Peak is obscured by snow flurries, 
but your view will be crystal clear by the time you're 
halfway down the course. This run has a few bare spots. 
You won't have a problem if you jump the exposed rocks. 



You’ll find it easier and faster to jump these rocky ledges instead of 
following the course through the twisting canyon You won't have 
any problem keeping your balance on these short jumps 



Stay right to catch this tiny shortcut The small canyon leads to a 
snowy run that bypasses the slick turn by the N64 ice sculpture. 
Keep up your speed or you’ll get bogged down in the deep powder 



This narrow mogul field is great for busting out huge air and tncks, 
but you’ll want to avoid the burcps if you're racing for a time or 
egamst another rider Stay in control or you’ll flail and bail 





Thisf lat section is identical to 
the bottom of the Crystal Lake 
run Hit the jumps only if you're 
going for stunt points 
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Heavy snowfall has buried most of the Golden Forest in 
several feet of powder,, which is ideal for carving turns 
through the gladed runs throughout this narrow course. Go 
for the trees if you're racing and looking for shortcuts. 


As the course Winds down the mountain, freestylers will want to hit 
this fallen log Hop on it then raihslide up the trunk end do a couple of 
spins and a grab as you jump off the end 


Slam across the top of these moguls if you're looking for air, but * 
keep your speed up so you can blast through the thick powder when 
you hit the first gladed run on the left side of the course 


You can catch plenty of phat air 
off the berms in front ot the 
glades, but plan your landing or 
you'll taste tree bark. 


If you go left at this fork, you'll have to jump the huge tree trunks 
blown down across the course The right path is wider and doesn't 
have any trees, but you'll lose time covering more around 


Mountain Village 



Mountain Village is an endurance challenge that will destroy 
all but the best boarders. The key to winning here is to con¬ 
course so you can 
go for broke on the moguls and jumps at the bottom. 


Unlike the slick rocky lodges at the start of Crystal Peak, the heevy 
powder snow on top of the stone staircase at the start of this 
course will slow you down. Stick to the lower, twisting trail 



Stunt riders hunting for air will went to take a trip through this open 
cabin You'll find a long ramp and some serious air when you blast 
out the open door on the other side of the building. 


NINTENDO POWER 



The serpentine tubes inside the ice caves might seem like a maze, 
but if you remember to stay right you’ll always jump over the road, 
and if you go loft you'll end up skidding down the road itself 




If you take the jump over the 
shed, make sure you have 
enough speed to clear the enor¬ 
mous boulder on the other side. 

































1080 ° SNOWBOARDING 




With its frozen suspension bridges, blazing torches and 
dazzling ring of fire, the Dragon Cave doesn't look like 
any run you'd find on earth. Perhaps one day your grand¬ 
children will ride runs like this on other planets. 




5 

o 

o 


Racers and free-riders wanting variety will love this run's balance of tight 
chutes and tunnels coupled with broad staircases and wide-open flats. 



One of tile funkiest features in 
the !>agon Cave is this icy sus¬ 
pension bridge You can even 
leap into the canyon below 


Deadly Fall 


Deadly Fall is a wide-open run which begins on a broad 
glacier and eventually winds down into tree-lined gullies. 
This run resembles the alpine terrain you'd find if you went 
to Whistler-Blackcomb, Canada, or Val d'lsere, France. 


It's always sunny 
on top of Deadly 
Fall, even when 
you're racing in 
Expert Mode 
Because this run is 
very broad, you'll 
find lots of small 
chutes to explore 


Other places in the Dragon Cave include a 
fully-furmshad cabin you can blast 
through and a frozen railing you can bonk 
with your board and skid across 





Deadly Falls steep run begins 
on an open glacier, but youll ba 
dodging trees and boulders 
when you reach the bottom 



1080° Snowboarding was still in development when 
we went to press, so some features may change 
before the game arrives in stores. Stages like Crystal 
Lake and Crystal Peak were nearly complete, but 
we often boarded out of bounds on runs like the 
Dragon Cave and Deadly Fall. 


Chech Out the Blast Tour 


The BLAST Snowtuxird racing and freestyle tour 
might be coming to a ski area near you. These are 
the dates and places remaining in the 1998 tour ; 


February 8th-Mnrch 1st 


Bear Mountain, CA 


March 13th-15th 


Mt Snow, VT • 
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Jack's magic menu consists o x four colored diamonds, each 
representing one of the four ela mental types of magic 




Strolling through thecoimtrysida, 
Jack knows that an attack can come 
from any side at any time 


When the monsters appear, they are at 
a distance from our hero, who can move 
toward or away from them 


Up close, Jack can hit evil-doers 
with his wooden staff His physical 
strength increases with experi¬ 
ence', Just like his magic power 


Jack's magic menu consists o x four colored diamonds, each 
representing one of the four ela mental types of magic 






1^al)e at {/ou, dEfil 


Battle On, Jack 


A a & Cf as an Y two-bit wizard can tell you, derives from the powers 
JVLof nature When tapped, these powers draw energy from the four 
elemental forces of earth, water, wind and fire Jack begins the game with a 
rudimentary understanding of this. Using his magic staff to direct his spells, he 
can cast minor enchantments at the enemies he encounters. Fortunately, 
those enemies at the outset of his journey have all the intelligence 
and strength of a boiled cabbage Unfortunately for Jack, the situation 
goes rapidly downhill His enemies become stronger and more 
threatening with every mile If it weren't for the fact that he 
gains experience, and greater magic powers, as he defeats enemies, 


Jack and his enemies each have bound areas 
in which they can move The individual areas 
exist within a larger battle area The borders 
appear as blua and yellow octagons 


fTn days of yore, the most excit- 
-) ing part of most RPG battles was the 
animation of flashing enemies. Quest 64 
will banish those days forever. When ene¬ 
mies appear, the viewpoint changes to a dramat 
ic angle, but the action remains exactly where 
it began. At this point. Jack has several choices 
He can move within a limited area, cast a 
magic spell, or do both After his attack, Jack 
waits for the enemies to advance or attack 
The entire battle is alive with motion, 
color, and spells flying about 


Eartft, Water, Wincf and Fire 















By defeating enemies, Jack can increase his 
level of magic power When the four elemen 
tel diamonds appear, you can select one of 
them to boost to the next level 


Orce he's selected the magic spell. 
Jack can cast it on his enemies from, 
any whnre within the battik arsa 


The Dark Goblins live in the 
iprest of Carlisle • 


These dencing Mad Dolls stnK Jack relent 
lessly while maintaining perf < t balance.^ 




After choosing one of the four elementol 
types of megic, you use the text menu to 
choose the individual spell 


Jack wouldn't have much hope on his quest to retrieve the Eltale Book 

In battle, Jack selects one of the four elemental types of magic, then he selects 
a spell. The graphic magic menu consists of four colored diamonds representing 
the four elemental types of magic When you select a type of 
magic, text pops up to give you further choices Activating 
the spell is a simple matter of pushing the A button In 
Quest 64, as in most RPGs, selecting a magic attack is the 
easy part. Knowing which one to choose is the tough part. 


My, What Big Teeth ( 

O h, give me a home, where the monsters all 4 
roam, and the freaks and the ghouls still 
play. Yes, at the heart of every great epic is a mon¬ 
ster to send chills down your spine, or better yet, 
hundreds of monsters to freeze your soul. Quest 64 
lives up to that grand tradition and then some 
Ranging from rabid rabbits to rascally rose bush¬ 
es, the genetic diversity of critters in Quest 64 
would make the Amazon ram forest look like a 
sterile petrie dish in comparison. Big monsters 
tower over Jack while little monsters hop 
around his ankles And you'd better 
expect every size, shape, color and 
degree of nastiness in between in the other 
monsters you meet But rather than talk 
about them, let's meet them in person 


Granny's bonnet and spectacles wouldn't 
disguise these wolves to Red Riding Hood 
or Jack Like most of their kind, these Wolf 
Goats hunt in packs. 


Giant speer-wielding 
frogs are out to ruin your 
stroll through the forest 


Cr 























Chat up your Neighbors 


fTjattles may be critical to epic gaming, but 
-^exploring towns, chatting with characters, 
solving puzzles and stocking up for the rigors 
ahead is just as important Quest 64 has literally 
hundreds of characters, most of whom have some¬ 
thing to say by way of text boxes In our incom¬ 
plete version of the game, the text is still in 
Japanese, but at press time THQ was busy at 
work translating it into English Text boxes 
J convey the story as well as crucial informa- 
i tion that will lead Jack on his quest. You will 
r be given clues and hints about where to go 
and what to do once you get there You'll 
also use the text boxes to carry out basic 
business such as buying items or staying 
at an inn overnight. Talk may be cheap, 
but it's invaluable, as well 


One good place to go is the local pub 


In the towns and castles there 
are people everywhere just 
bnnpming with information 


NiJ Finders Keepers 

O ne of the most important parts of any RPG is the search for hidden treasure 
In Quest 64, a simple push of the A button commands Jack to examine his 
surroundings closely If he discovers something, he acts on it automatically. For 
instance, the red treasure chests found in the castles often hold valuable items 
Jack searches them, then opens them up to retrieve the goodies. Secrets, such as 
hidden doors, may be found in the walls. Even the earth contains secrets, such 
as the clouds of magic that spring up from the ground If Jack steps into one of 
these mysterious wisps, he gams one level of increased magic power 




Don't ignore the children, either Information 


of fen comes from unlikely places 


This isn't swamp gas—it's 
raw magic that Jack taps to 
increase his powers 


Here in the castle, a search of the 
wall behind the throne reveals i 
secret door into a cellar, i 


tPtcPttrSf 










Jack can walk or run, 
but riding horseback 
is even faster 


Here's a peak at some of the many 
places Jackwill visit on his'quest 
through Celtland 


Getting A round //Vi B 

yYost of the time Jack quests on his own two Sv j(fk 

-'VLfeet Imagmeer made use of the analog 

Control Stick so that a slight pressure makes him H jKf 

walk while more pressure makes him jog or run But Jack isn't wL 

always a pedestrian When you find a horse, you might as M 

well climb aboard and gallop off Horses can be found in ^ 

different locations in Celtland, rested and ready for passing heroes You'll also 
find a ship in Quest 64, and not one of those tiny tubs that were no larger than 
your character as in the Dragon Warrior senes No, this is a serious, seagoing 
ship that you can explore, and which will take you to mysterious shores. As you 
travel, you'll often take roads and read signs, but not everything will be marked 
for your convenience THQ hopes to include an on-screen map to help out. 


ill wonders never cease? Part of the fun of playing a good RPG 
is the sense of exploration, the feeling that you are seeing won¬ 
drous things that you have never imagined. On 
this page, we have put together some of the 
^ 5^ sights of Celtland, but this is just a taste, 
anc * man y marvels may still be added 
(fj ,0 the 8 ame Below we've shown 

some highlights from our 
alpha version just to give 
Y ou arl |C ^ a °f the scope 
v of the game. 


WITH THE SUCCESS of WCW Vs. NWO. World Tour, THQ has learned that 
patience pays off, and they aren't pushing Imagmeer to finish Quest 64 before its 
time Still, we expect the finished game to be released tins June as a 96 megabit 
hit Many items and characters have yet to be added, such as Jack's two compan¬ 
ions, but Quest 64 has already taken shape It's a world where we will spend many 
hours of happy questing. Without a doubt, it will set the standard for 3-D epics 
Flatlanders beware 1 















KQQSgJSI Say so long to King 

|jjrt come George, 

I. Lizzy and Ralph, the 

IwtBhTffiBTOl fiercest and funniest 
monsters ever to tiptoe through 
Tokyo. Midway Games has updated I 
the arcade classic. Rampage: World 
Tour, for the N64, and the result is a 
■TKTB simple yet challenging 

^3s romp through more th 
m MLu ( iJW 131 stages of monsters, 
r 1 ma y^ cm anc l fiager- 

ffil lickin' fun! 


The old saying goes, "If it's not broken, don't fix it/' and, in fact. Rampage* World 
Tour didn't need much fixing to make the leap from the '80s to the '90s Though the 
graphics and sound have been updated, the concept and game play remain essen¬ 
tially the same, and that's definitely a good thing Dr Eustas DeMomc, head of Scum 
Labs, has transformed you into a 50-foot mutant _ 

hulk with his twisted genetic experiments Your \ r 

sole purpose now is to seek out and "a WS 


destroy all Scum Labs across the 
v # globe, and heaven help 
i a "Y°" e or anything that 

ft gets in your way Hey, 

'T T w ^ at do they expect? 
You're a monster 1 


This new version features graphics that 
are even bettor than the original s, but 
the mam focus is still on creating as 
much havoc as you can 


Ltvtmiws m stsHf' 


TH£ CAST 
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imtf. 


r ! For whatever damage you rack up in each 
city (including units of property damaged, 
number of people eaten, vehicles trashed and 
so on), you'll receive a bonus at the end of the 
stage If you tally up enough damage in a par- / 
ticular category, you may also receive a special /j 
itl a yi3 L ~ ’ bonus of 10,000 points. / J 




*■10 OeMonic 

promised him “a lot of 
growth potential" in his now fob, Ralph 
didn't knew the half of it Now ifia lowly 
lab tach 1$ a 50 -foot, blue-furred were¬ 
wolf with a particular liking for Taxas 
barbecue (or was that "Texans barbe¬ 
cued"?) His fuvorita pastime is 
chasing after Army tanks, even . 

L though his fur is alwoys get- A 

ting caught m their 
treads. 


BONU 


f Gaorgalfways know h^'il climb 
to tha top of tha Scum Labs cor- 
.►oration—ht just thought he'd t 
it on the inside ef the building, like 
werybo iy else. The fact that ha's 
now a giant, rampaging ape has 
probably squashed his chances 
for a ir amotion. Wall, maybe 
he'll just have te return Dr. 

L DeMomcs "favor" and do a 
bit of squashing of his 


ticular category, you may also receive a special 
1 ' l ~* 1 1 bonus of 10,000 points. 


f There WsTfime when Lizzy had 
r a problem assorting hersolf, but this 
ence-shy scientist no longer has a 
problem putting her best root forward- 
end st m; ing on whatever or wheevtr 
** gets in bar way. thing 
nearly three stories 
tell has done wonders 
for her self confidence, 

k but she may be joing a »rt 

overboard, don't you A 


RAMPAGE WORLD TOUR 


There are 16 Scum Lab locations around the world, and, 
unfortunately for the general public, you don't know exactly 
where they all are To your monstrous way of thinking, the 
only way to ensure that Scum Labs is destroyed is to demolish 
(or eat!) everything m your path, including buildings, cars, 
planes and, yes, even people! 


Your goal in each stage is to 
punch, kick and jump your 
way across a specific city, 
munching and crunching as 
much as you can within the 
time limit. To get a "Totally 
Destroyed" rating, you must 
demolish all of the buildings 
completely 


Dr Betty Veronica will keep 
track of your progress and 
tally up the damage you cause 


As you travel to new 
locales, collect special 
items like balloons and 
airships for bonus 
points 


You'll eventually smash your way 
across all seven continents, taking out 
famous landmarks 
and sampling the 
local citizens. If 
you find and punch 
a World Tour flag or 
billboard, you'll 
begin the next stage 
in a new country. 
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As you break windows, you'll also find energy-giving 
food, items worth tOO points or more, and items that 

---— will make you sick to your stomach or 

* will somehow hurt you. The best way 
. to find items is to break windows that 
are half open or are otherwise different 
from "normal" windows 


Good food and items 
will increase your 
health or give you 
instant bonus points. 


If you re desperate for an item, 
chances are better you'll find one 
behind a half-open window 


Seek oat and destroy 1':e 16 
world wide SCUMLA* 
research facilities 


Each bit o f damage you cause is worth at least 100 points The simplest 
way to demolish a building is to climb up its side, punching and kick¬ 
ing as you go Kicking will rock a building and eventually blow out all 
the windows on n floor Punching is more direct, but you'll smash the 
nearest window only If a person appears at a window next to you, press 
Punch to pop him or her into your mouth You'll get a boost to your 
health meter and 100 points. If you're on the ground, hold Down and 
press Punch for a pedestrian pick-me-up 




The fastest way to demolish a building is to climb on top of it 
and punch the roof (Hold Down and press Punch repeated¬ 
ly ) You may miss out on items and people, but you'll be in a 
good position to take out aircraft, and you’ll cause lots of 
damage in record time. 

After you've caused a cer¬ 
tain amount of damage to 
a building, it will start to 
collapse on its own 


Ta demolish this type of long, low 
building, just bounce on top of it or 
hang on to the side of it arid punch 


■•■■vuviiir 











































RAMPAGE WORLD TOUR 


You may be a giant mutant beast, but you're not invul¬ 
nerable. Though you won't have to worry about stub¬ 
bing your toe on a city bus, bad items will make you 
sick or damage you, and there are other hazards to 
keep an eye on Runaway fires, exposed electrical 
wires and poison gases are sometimes left behind after 
a building collapses, and they are all hazardous to your 
health Falling into water will also damage you slight¬ 
ly To clear a hazard, press the Jump Button to leap into 
the air and then press jump repeatedly to glide for a 
short distance. M ; m - 


When a building 
collapses it will 
sometimes leave s 
hazard, 'ike a fire, 
behind 


If you punch a candle and start a 
fire, jump before you're burned Let 
the flames destroy the building 


Jumping on small 
bridges will some¬ 
times open up a 
jumbo-sized pot¬ 
hole Walk, don't 
stomp 1 


Punching signs can 
be an "enlightening 
experience If you 
hang back a bit 
when you punch, 
you may not be 
shocked 


Snacking on citizens is good for you, 
but you won't get any energy or points 
from kicking one Fortunately, if you 
kick a person or one falls out a window 
and becomes "street pizza," you can 
still eat the mess before it dissolves. 
Delicious and nutritious 1 


rrrrrr 
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SPECIAL ITEMS 


TIME 

Punch ing the hour¬ 
glass icot will extend 
the available destruc¬ 
tion time for the cur¬ 
rent city. 


• • cility produces bar¬ 
rels of toxic waste. If you eat this 
waste, you'll be transformed into 
V.E.R.N. (Violent Enraged Radioactive 
Nemesis) until the end of the stage. 
V.E.R.N. possesses ultra-strength and 
can fly under his own power. 

r m ,| >3 


As you smash windows, keep an eye out 
for “Powerball TVs" (TVs showing smi¬ 
ley faces) and other rare items to gain 
special powers temporarily. Press the 
Kick Button to activate a special power. 


5 POWER 

U Grabbing the boxing 
* glove, weight or dumb¬ 
ly bell will boost your 
•j strength, allowing you to 

1 smash a whole tloor with 
one punch. 

s SECURITY 

■ Collect tho toddy bear, doll 

2 or hone icon tog eiae 

■ Security bonua ond twnpo- 
55 rery invincibility. 


HOT LOOGIE 

If a TV shows e face dter 
noting with a wall of fire, 

t ench it to collect the Hot 
oogie power. YbuTJ he 
eble toepitflemse. { 


DEATH BREATH 

The Death Breath icoe ie a 
TV showiag oehoutieg 
face. The Death Breath 
roar will destroy oil the 
buildings end enemies on 
screen. 
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While most of your attention will be focused on smashing 
buildings, you'll also have to contend with a lot of vehicles and 

- - -T other features. Most of the vehicles 

^ __ I you'll find in the early stages will be 

SrHrj^ civilian ones. Once the police and 

military get wind of you, however, you 
can expect them to call out the big 
guns, including some rather advanced 
robots and aircraft 


You'll be shot at from all sides, not only 
by vehicles, but by soldiers, police and 
armed citizens Now we know for sure 
that the government has been hiding 
flying saucars 1 


NINTENDO POWER 


DEFENDERS 


You can't crush whole cities and slurp up people like so much pasta without expect 
ing some resistance. Both the police and the mil him will turn out in forceu 


HELICOPTER 

Police aad military choppers 
will buzz you like flies. They'll 
often make strafing runs just 
beyoad yoar reach Jump at 
tham or climb up baildmgs and 
swat tham as they swoop by 


TANKS 

Attar the first few stages* you 
caa axpect a whole column of 
taohs m aaarly every city You 
can punch or hick tham, but it 
will taka three blows to take 
one out completely. 


mm Mr <»• 

These aasty littla robots pack a 
lot of firepower, and if you get 
too close, thay'll fry yoa with 
flamethrowers. Soma times it's 
batter to just climb out of thair 
line of fire. 


It's possible to destroy s Super 
Mach, bat it caa absorb o lot of 
punishment before going down. 
Once you destroy its outer 
shad, you'll find a Mini Mach 
waiting If r* inside! 
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RAMPAGE WORLD TOUR 


Most of the Scum Labs are overseas, but even if you don't find the 
World Tour flags, you'll eventually visit other countries automatically. 
Besides the 131 normal stages, you'll find secret stages, like Suburbia 
and Underworld, and bonus stages In one bonus stage, you'll have to 
eat as many people as possible within a time limit 


As you uncover each Scum Lab, Dr 
DeMomc will appear and show you 
which facilities you’ve destroyed so far 


mmy 

V\\\\ll 

vyYymI 

m 


While the secret stages are fictions* places, nearly every other 
city you visit in the game is named after a real place Some will 
evenhave their signature landmarks in the beckground 


As fun as Rampage is for one person, it's even 
more entertaining as a two- or three-player 
challenge Each player can choose any of the 
three monsters, and 

have 


Eech p!aye r can configure his or 
her controller individually before 
the game begins 


■ : j f~p mgj. ppjM you can even 

By jfjP B three of the same mon- 

ster in play at once 
The monsters can 
cooperate or compete, 
^and at the end of some 
stages, the creature who inflicted the most damage on the 
other mutants will receive a Buddy Bashing bonus 1 


Players can select any monsters 
they want in four different color 
schemes 


Even when you're cooperating, it's easy (and 
so tempting) to "accidentally hit your fellow 
monsters In multiplayer, you’ll have to com¬ 
pete against them to score bonus points 


In this age of textured polygons and 3-D environments, how does a spnre-bast-d, side¬ 
scrolling button-masher rate with the jaded game gurus at NP? In the weeks since 
Rampage arrived here, we've spent an insane amount of time playing it Why? 
Sometimes you just want to pick up your controller and go straight to the good stuff— 
you know, no fussing with complicated controls, let's just play 1 On the other hand, 
though it's easy to learn and play, this game also demands strategy and quick reflexes 
The not-so-subtle humor helps as well, from the creative use of barnyard animals to 
the tiny Elvis we spotted walking the streets of Vegas Rampage rocks 1 
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Rut a Abort Disable 

On the Setap scree a, press 
top C four times. Thiu code 
disables the Auto Abort fea¬ 
ture, which brings you bech 
to the track automatically if 
you laave tha track or gat 
utuch uomewhere. 


Rush 111 rap Up 

San Francisco Rush takes the leadoff spof this month with 
the last in a long line of terrific codes. Some of these codes 
can be entered using the Control Stick, but we recommend 
the Control Pad. Most of these codes can be used at the same 
time. If a code doesn't work after several fries, turn your 
Control Deck off and then on before trying again. The City 
by the Bay won't be the same after you've carved up the 
highways and byways with these cutting edge codes! 


Reeppeor in Piece 

On tha Setup ucraan, hold Z 
and preus left C and then right 
C- Release both C Buttaas. 
Continue to hold Z and press 
right C and than left C. If your 
car is destroyed, yoa'II reap¬ 
pear right where you left off. 


Foggy flight 

Tb race at night, first ga to the 
Options screen and highlight 
the "Fog" option. While hold¬ 
ing all four C Buttonu, prase 
Left or Right on the Control 
Pad or Stick uatil you uoe a 
oew "Foggy Night" option. 


Cer into ITIine 

On the Car Select ecreee, 
presu right C, right C, Z, bot¬ 
tom C, top C, Z, left C and left 
C. This will change the picture 
of your car into a picture of a 
mine. Curing a race, your car 
will eppeer es normal. 


Unlimited Time 

To diuehle the race clock, first 
go to tha Setup screen, hold Z 
end than presu and hold bot¬ 
tom C aad then top C. Releeue 
tha C Buttons. While continu¬ 
ing to hold Z, press end hold 
top C end than bottom C. 


Random flames 

Thiu code will juggle around 
any default aames and scores 
on tha Recordu screen. On the 
Records screen, press L, R, L, 
R, L, R, L and R. 


Reueree Controls 

On the Qptioas screen, high¬ 
light "Mirror.” Hold all four C 
Buttons and press Left or 
Right until the "Extrema" 
option appears. This option 
revereas all driving controlu, 
e.g., steer Left to go Right, 


Change Uieiu 

To chenga the camera per¬ 
spective during a race, hold 
the L Button and press Up 
orOown. 
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Activate Drumstick 

Reaching Dragon Forest is no picnic, and if you plan to con¬ 
tinue to Wizpig's Planet, you might do well to add another 
driver to your team. To free Drumstick the Rooster from 
Wizpig's vile spells, first win all of the Trophy Races up 
through Dragon Forest. Now go back to Taj's meadow at the 
center of the island. Look for a frog with a red rooster's 
comb on its head. When you find it, run over it with your 


Secret Options 

These codes will ensure that there's carnage and mayhem 
galore! To activate these codes, you must first activate the 
Cheats menu. Once that's done, enter any of the cheat codes 
on the title screen, not the Cheats menu screen. If a code is 
entered correctly, you'll hear a sound effect. Now highlight 
the Cheats option and press A to see the Cheats menu. If a 
cheat has been activated, you can highlight it and press A to 




vehicle. Drumstick will revert back to his fine, feathered self, 
and hell then be available on the Player Select screen. 


turn it on or off. You can also pause your game at any time 
and access the Cheats menu to turn cheats on and off. Use 
the Control Pad, not the Control Stick, to enter these codes. 


Chests Itlenu 

On the title screen, press Left 
Lett, L, l. Right, Right, Left 
end Lett to meke the Cheets 
optioe appear Highlight it end 
press A to see the Cheets 
menu. Individuel cheets reust 
be entered eeperetely. 


MEM/ GAME 

tOftP GMKF 


Running over Drumetich may 
seem cruel, but itb the only 
wey to seve him. 


Drumstich will be treed trom 
Wizpig's spells. He’s oee ot the 
testest racers m the game. 


Rll Items 


Press R, light C, Right, L, left 
C, Lett, right C end Right to get 
ell the items end weepons in 
the game. When you rte out ot 
eirano, you must eccess the 
Cheets menu end turn this 
cheet on agein to get more. 


Mi ITEMS OH 
HfllHNEMH 


Hidden Rrenee 

To access four hidden Battle Mode arenas, first highlight the 
Battle option on the title screen. As the Battle option flash¬ 
es, press Start very rapidly until you hear a tone. You'll then 
have four extra arenas available: In the Gutter, Sea Sick, 
Blizzard Battle and Lost at Sea. 


nearly Invincible 

lb become neerly invincible, 
activate the Cheets menu, 
press the R Button seven 
times, end thee press Lett. 
Even with this code activated, 
you'll lose e life it you're 
crushed or smashed. 


no monsters 

This code will “tumott" ell 
the moesters in the geme. 
After the Cheets menu is ecti 
voted, press L, left C f Lett, R, 
right C, Right, Left and Left. 


IMyifCIBIl'IjSvTOE 
H OM5*TE ; a Sm(1 FF 

r«Lf 'fjT’EBS 
GO* .T QLtE MEL Si 

MAIN" ME Mil 


This code coe be ditticult to 
do. You must press Stert 
vary rapidly. 


Heyl Watch where you throw 
those things, willya? 
Somebody could get hurt! 
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special Options 

We weren't sure if we were ever going to find any codes for 
Top Gear Rally, but our intrepid coda hunters came through 
with these gems. The Rainbow Road and Texture codes can 
be used at any time during a race, and you can repeat them 
at any time to return your game to normal. These two codes 
can also be used together, but that could make your race 
really confusing! 


Easy CCheesy?] Victories 

Okay, ws admit this is a cheesy way to win, but it works! 
Pause a match and access the Controller Select option. Move 
your Controller icon under the other team's flag. When you 
return to the game, dribble a few balls into your new team's 
goal to build up a big lead for your original squad. Switch 
back to your first team before the final whistle blows to 
claim the victory! 


Change Paint Job 

On the Decal screen, hold L, R 
end latt C, right C or top C. As 
you hold, press Up end Down 
to lightee ead darken the pent 
on your car. The color may dif¬ 
fer, depaadlag on which G 
Button you're pressing. 


Move your Coatroller 
icoa uader the opposing 
team's Ueg. 


Yon can take coetrol ot the 
opposieg players end hich a 
lew iato their goal! 


Rainbow Road 

During a race, press bottom C, 
Z, B, Up, Upend Right to give 
the track raiabow colors. 
Repeat the code to return 
things to normal. 


Racing Progremmera 

To put tha fact of an Extreme-G programmer on your bike, 
first enter the name "xgteam" and then enter one of the fol¬ 
lowing names: "ash," "greg," "john," "shawn" or "justin," 
These are the last Extreme-G codes we have, but we would 
not be surprised if there are more out there somewhere. If 
you find anything, let us know! 


Change Texture 

This turns ott some of the fil¬ 
tering on the graphics, mehing 
them appear coeree or rough. 
During o race, press B, Lott, 
Right Up, Loft Z end Right. 
Repeat to cancel the effect 


Came Date 

On the title screee, preea and 
hold all four G Buttons to see 
the date Top Gear Rally was 
officially completed 


0 a 2 3 t 5 6 7 8 0 
JhMjl ~ 


First eater the aeme "xgteam 
end then one ot the program¬ 
mer eemes. 


Take e looh et yoer ride tow. It 
ain't the Moee Lise, but it'll del 
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MORTAL KOMBAT MYTHOLOGIES 

f ' SMP ZCRO 


Madden 


%# 


/ 


Football 





mortal Kodae 

If you've had a chance to sample Mortal Kombat 
Mythologies, then you know dem well how difficult the 
game can be. These codes (they're special passwords, actu¬ 
ally) should give you a fighting chance, at least, to finish the 
game. Once you enter a special password, you can then 
reenter the password screen and type in any level password 
you wish. 


ITlora madden madness 

It's too bad that we didn't uncover these codes before foot¬ 
ball season was over, but for true fans, anytime is a good 
time for Madden 64! Only one Classic Team code can be 
used at a time, but the teams arc available in all modes 
except Season ploy. As for the EA Stadium, it will be avail¬ 
able in Exhibition mode only and connot be saved to o 
Controller Pak. 


1.000 Uvss 

To start the game with 1,000 
lives, enter GTT6HR os your 
pessword It you can’t finish 
the gome with even this many 
lives, welL 



0 n»cr 


Classic Teams 

Select the Create Player 
optioe end name your player 
"SIXTIES." "SEVENTIES” or 
"EIGHTIES." Save your player 
end exit A classic team from 
the '60s, 70s or '80s wifl now 
ha on the Teem Select semen. 



'JuWiWtiKr 

wnMKt fir*; 
tuwtcu&utsn 


10 Vitality Urns 

To start the game with 10 
Vitality Urns, enter NXCVS2 
os your pessword. The 1,000 
Lives end Vitality passwords 
can be used together. 



fXPOUEMCe FOlMVt 
max rra cuorfmt ina. > 


C0M9INF 


fiv/rti uf < 


V)*K UP 

VITALITY 
THS URN WILL 
ClUfLtTElV 
RCplimibh The 
U 1F* t LIFE 
I »CES 


Credits 

Turn on or reset yoor Control 
Deck. As the "Electronic Arts" 
screen appears, pmss end 
hold L, R end Z simultaneously 
to start the game's end cmdits 
ml I mg. 



Credits 

If you'd like to view the end 
credits withoat wading 
through oil the grueling com¬ 
bat, enter CRVDTS es your 
password. 



EH Stadium 

This code will enable the EA 
Stadium m San Mateo, 
California In Season mode, 
select the Front office option 
end then the Create Player 
option. Enter "SAN MATEO" as 
file player name. Save end exit. 



If you have an owesome trick, password or code for our Classified Information 
files, drop us a line at the address at the right. For access to even more cool codes 
and lips, check out Nintendo's official web site at www.nintendo.com. 


nintendo Power 
Classified Information 
P.O. Bom 97033 
Redmond. UJH 
9B073-9733 





tclaim has a hot hockey 
m that will light the 
Imps of hardcore hockey 
Ins everywhere* Skate 
I center ice and take a 

Vsthand look at NHL 

* 

reakaway * 98 , a stat- 
acked game that's 
fcady to rumblel 


©1997 Acclaim The NHL Shield and NHL Breakaway art 
trademarks of the National Hockey League NHLPA end 
the NHLPA logo are trademarks of the NHLPA 


€> NINTENOO POWER 


eV fi • graphic*,team•- 

PA *»c sounds make (his game a top 

h sports^BP^*' it's the detailed * *-‘ «»l 

k"* • - that will keep hardcore 

ins plan’d St front of their N64s, This frame tracks 
*’ • ryihk*' * mi could imagine, et<en '* 
totals for Itegories like penalty minutes to short 
handed assists to game-tying goals. Season mode 
CV* lists the top 100 leaders fw twertl) different 
k " l ey caf'*a*i.- so you can see wuw you mm 
m.j» up ■*^■4 !•-' players io ' h* * 1. ' 


K XW J 


I breakaway has tons of features ' ,u *d up to a level of 
ism that can't be fbufl4-4h other hockey video games. You'll 
players take hits and lose their equifWicnt. You'll hear the 


r a goal is scored or someone heads for the penalty 
' want a piece of the action, you can put yourself hi 
* m) you'll see your name on the back of ■ •» ? ■ -> • 
-»te down the k e. I — 


COACHING STAlff 


If you win ganhsth S ii#fl naft, yvii'B cam wane. »krtsth*t 
you can spud as hirings nw coacH ar a hot (impact. 



























Plon •erinPw^iw 
hockey scenarios, includ 


1 listing # 


team 


Sii Josa Slivtii 

v*. 

P »*W *« JFlj a* v 3 
Teafght** Rafcrca 

Sjmfli Capstan 

Attorlopc* 


heiher you'm creating aa outlandish hocftuy bout 
Recreating a match hetween traditional rivnla, 
lotion mode lots you pick and play «iy NHL, 
■jftional or All-Star team in a one-game duel. 


Use Exhibition mode to socond-yuess the outcome 
of real life NHL hockey gomoa, Vtai cun sve> • in 


Controllar Pak and customize aach towni 
refloat the trades made during tha P' ’-3 


fiyStJUGH 0 


Tha tpp five shoatm from each team fa tma- 
atitrt with the gaslit in Shout-out mod*. If the 
•cun a ctUI tied el tot two shots, the pluyers keep 
shooting MBtri MMbom hlosts the paclt mto the net 


tiie name o■ the game Ti vartel v, NHL Breakaway 9o his plenty of it. Dependingtio 
long you want to play, you *^n~frctice your p issing and shocking or coich a te w 
HLPA player* In tr.ekact simulation of «fi - NHL's o2«g-ime, 1947-9# se son. 


ynw tit'ea*' becoming a scoring loader, . 

you'd better get in the practice Licne. tf)l 

Breakaway's Practice mode i* » great way t ML 1 * III ^ 
dissect the opposition and find fbeitweafc spoils c/a ^ / 
without jeopardizing your winning tecork' Use >jaycr^;nway. 

this mode tb determine how yoiir team ho|» • pt ar ers;Ho'*e: 
up when they're playing shorfhanded » a ■ 
penalty-killing session or t6%tc how they n» J 
sure up when you «*• mr goalie. > 4 \ ■ 


lz ■ §#«■ ■■ ■■ f-.yjvr playing with three or four players on the 

p ' rJ v +> % 

? Tampa Bay lightning mig" »w- straggling, but can th*^ hold thefcown againsTGei 
hockey itojn? Can Team USA ckrt-tt the NHL Western AH-Stars? Exhibit jmv omdi I 
mix and match ti^lost outrageous and far-fetched pairings you can 


«ru] 




Shoot-out is the quickest, if not 
most exciting, game mode h» 

| Breakaway 4 98. In a shoot-out, 
wop five shooters from each team go 
lone- on-one against the opposing 
"“’•■'s goalie. The winner is deter¬ 
mined after ten shots. If you're play- 
in Exhibition or Season modes and 
y urhpVv .bin# «L-ut ♦ <<tiLecbcd o yitor 
oVirtime option, you'll want to spend 
me %e hsrpenin, you* aim. 
ot-oUt hiode is excellent jfractre* 
for those- jut-wrenching, sudden 
death situations. ^ 






Luck. lays a I| rslt fatting the puck triim tha 
ioslfc m a shoot-out. but somstimas y hi can faka 
out tho noalnmdar by skating la cm direction 
while aiming tor tha appasita comar af tho rut, 
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Gt d team mm»|im*nt it II** kiy to a wir nag season, md thi T 
moi «; (amis you win, the mot,, bonur joints y u’ll ear*. Bonus T 
^oints are just Hk* momy— ya* spanI th sm to im .roup your team 
Th* first thing yatt should dolt sj*r.d Dints hiriof four cnictnU 
unnaga your t ini Thi best co ch:s have special skill* that 
■nhanca y#ur*enn’t ov trail perform me t.Y.u c»j also spend 
t-m.its on an injured player in the Training noom. Depend jig on how 
VMiiy Bonus PffliHs you're willing lo gamble, you could haw hun ott 
Ad W ad to e speedy, nun miraculous recovery 


NHL Breakaway '98's Season mode is one of the be*i 
hockey title, In addition to playing the entj «tllt-ga. 
season; your team will earn bonus points tlfkt you caj 
coaches and payers or trying to rehabilitate your irjj 


TRADE PLAYERS 


Seasau mod tracks the stats lor 
•vary player an' team in the NHL 


Attack the c*!<md 
Up agaiiKt oh tit* 


Play-off mode is a ^teen-team contesl involving * ight Eastern- and eight Western 
Conference Teams, Vttu can limit each match to a best of three, five dr seven game 
matchups. Gamers car* customize the finalist teams or replicate 1996-97 NHL play-offs. 


PLAYOFFS 


u r* ]p Sfljnv for »teaf plty-off tension, 
;•* remiuzh&nfj* tho Geme Difficult 
mlinttfieulty levflifs to heed on tluj 
Options menu. M 


Sines it stijiK&if lUftltel* 

entire NHL Fli^ ff i«u«s in on* 
night, NHL Breakaway allows gaimi$ 
to sav* thoir Jl*|r*ss on sopirat* 
Controller Paks 


Th* default NHL Wfc.ft i*d in Play iff 
tr id* «r* th* t unto ptwarhousn* that 
battl id for th* Stanley Gup in la J7. V 4 
can rawrit* history by customizing tbr 
gtay*aff tra* 


Whit Int jmatiottTi Phy-offcpode 
isn't designed to simulate'Sit 199t 
Nagano Winter Sjkympic GariT J( it's 
•deg? for rqplitatir.g Hockey World 
Cup action. This game mot IS near¬ 
ly identicalfo'Pfay-off me < «x»pt 
thdi there are t.ghf teams. Asm vtsii 
lift Team feSA and if \g.pi *C nada 
arc *jie powerfto.vcs In this fafit* 
imbii nc *d tOiiipetitir a *tftl if yog 
choose either team, you'll cosily 
slide into the final rounds. Hot-shot 
gamers eon test their skills by trying 
to take Team Ofnrrmy nil Die wav. 


ti« 


mit rnalwt^ Play-offs mod* is d«sign*d exactly 
fike Breakaway ‘98 s Play-offs modo.oxcept that 
you start with eight teams Insteed of sixteen. 
This mods is designed to simulate Hockoy World 
Gup ection, T‘. *. . w • 
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VlL 


If you'fe looking to buy your ffrst N64 Hockey 
game,! you're probably wondering if NHL t 
Breakaway '98 giws you more than Wayne, J 
Gretzky's 3-D Hotkey or Olympic Hockey 

wor depends \ 


t n 

JUJliJd 


I Sockey title. 
I^eakaway's 
comprehensive 
j stats and Season 
mode options 
r— * a re great for fans 
mber crunching, but 
vc bigger graphics and 
TCadtTja ns. tte issue 

Ilf if great 

a hardcl^p hockey 
» sim ro l ion, 
li you're not 
absolutely sure, 
your safest bet 
try alt three 
jjferiferc you shell 
SB out the cash.^ 


with a appea 
Gretzky and CJpipic I 
a huge reputation wit 
really melts down la 
preference— +%f\< 
arcade-style *amfc3| 


fllHL Breakaway *9u natures 36 NHL, All-Slat and 
InUtnaboml 1 jam . »a*dc playing standard NHL 
tend International matches, gam ;rs can experimmt 
with hypothetical matchup* <n Exhibit* ! mock 
like pairing powerful Team Canada sgainst1heyi9 i !’‘’ 
' St -nl c y Cup Champion DriTuit kerf Wind!. 


^taparnund ffiiab —<be NHL *qiuiva- 
lefftjo dunkr—’i _ dif¬ 

ficult f« pull off in breakaway '9u. 
Slap -but* an# an* winter* offet 'flic 
best scoring oj. r »rtu iHtee; espr*:"' illy 
• you set up a ship shot from the blue 


P I Ms b urgh P tfflgP i n 
Buffalo Sobrr j 
P hiladelphia Flyer- 

Wiasbipgfan CapyflA 
New Jersey Drvfffl| 
Nfiiw York IsIrflffnV 
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A top-secre 


project to dev 


series of "Slip 


is already we 


underway The 


devices, once they'r 


perfected, will have 


the ability to instantly 


transport troops aero 


enemy, 


r these mysterious 


jjflrtals Quake's demon- 


[c army has already 


i S 


•ding a 


■ base. 


using Shpgates to 
bridge our world 


with their own hell¬ 
ish dimension. Time to 


t up, soldier: It's your 
duty to lead Operation 
Counterstrike, a one-man 
crusade to bring Quake down. 

©1997 id Software, Inc 


Prepare yourselves’ The horrors that await 
you iri Midway's Quake are definitely more 
nightmarish than anything you encountered in 
Doom’ But while the going may be brutal as you 
struggle to survive the game's 20+ stages, the darkly 
moody graphics are a step up from Doom 64, and the 
vivid sound effects definitely set the right tone. Sprite-based 
enemies have been banished in favor of polygon-based 


beasts, and you just haven't experienced Quake until you've played it with the 
Nintendo 64 Control Stick and Rumble Pak 1 Of course, no first-person shooter 
would be complete without a multiplayer mode, and Quake has got a solid 
one While it's limited to only two players, you do get to stalk your opponent 
in seven different arenas. N64 Doom fans will not be disappointed 
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Whil£ you'll begin the game with n shotgun and a battle-axe, not even the most savage 
soldiers will last long with just-thene meager weapons. Luckily, there are plenty of tew. 
the form of bonus** arid firepower for those who are willing to search them out in every 




*rmor conn|fc tfrW fltth- »ittnor offers the leas! proteo 
tion, 100 poinb^ yellow/* titter, providing 150 points, and i^d is 
rart land by fir the best), offering 1 1200 points w protection. Remember 
that armor absorbs only a third of the dim ige you receive. 


You'll begin Quake with the 
Single-Barreled Shotgun, which 
barely has enough firepower 
to dispatch most of your foes. 
The Double-Barreled Shotgun 
is a definite improvement, but 
on the downside, it runs 
through the shells twice 
as fast. (The small boxes 
[ hold 20 shells; the larger 
ones hold 40.) 


A Megahealth box will give you an additional 100 hit points, but for only 
a limited time. Biosuits also work for only a short while, but they'll allow 
you to breathe underwater and wade through slime without taking any 
^ damage. (They offer no protection in lava pools, though.) 
Backpacks, which you'll find next to certain fallen foes, contain 
either a couple of grenades or a few shotgun shells. 


These three powers are very rare and, unfortu- 
h natdy, their effects don't last very long. The 
Quad Damage gives your attacks four times their 
usual power, the Ring of Shadows renders you 
almost completely invisible, and the Pentagram of 
Protection rewards you with invincibility. 


While you can't budge these boxes of 
radioactive waste, they're still $ood 
for a blast. They'll blow up if you hit 
# tvith any one of your weapons. 
Yaking out iny unsuspect¬ 
ing b iddie who might 
le standing nearby. 


The most powerful 
weapon in Quake, the 
Thunderbolt allows you 
to fry your foes with a 
stream of energy. Use it 
sparingly because the 
cells it uses are hard to 
come by. The small cells 
hold six charges, which 
last just over a second, 
while the large cells hold 
twice that number. . 


The Grenade and Rocket 
Launchers share the same 
ammunition, and they're 
both excellent choices 
for taking out a bunch of 
baddies with a single 
shot On the minus side, 
you can easily blow your¬ 
self up if you use these 
weapons improperly. A 
small crate holds five 
grenades, and a 
large crate 
^ \ contains 10, 


These bed boys come in two vor' 

etkss, one with a double-bairn*^ afro 

an even bagger model with four cyclic 

barrels, doth air 

(•»r quickly mowing down 

foes—put don't expert 

your ammo to last 

for long. Crates . ^ 

come in £$- o» 

50wii quantities. t 
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' me to bear tack the small army that's overrun your military base and 
gain access to the Slipgate that's somewhere within its walls. 




fimtjhr first secret art . in the game, you might 
w nt to i ccoiisider whether you're ready for this monu- 
oientai mission! It's really not very "secret.* |u-st follow the 
Tftscn th t fl uh alon 6 the bottom of the screen to find the 
■$raf W biding in a cubbyhol 


Once«yoi 1 tch the outside area, hop into the; water jntf 
look far m opening to th fc ‘ ri^ht. Follow th* 
though the wall to locate a Megahealth resting aT ov£ 
som^ st Jrs. Don't worry about the locked door—you can 
open it only at the end of the level. If you kejp following 
the waterway as it goes around a corner, you'll find an 
4*1 - * atnr <hat will lift vou back to the level's beginning. 


6 B u m p 0 utton 


When *i reach the descendin 
stone r mps, you'll notice a red bin 
ton located on every landing To 6 ^ir 
access to the Slipgate, you must 
bump into each on s of th * three but 
tons, making them turn green. 


You may Ml see it it first, but 
thaw's a bridge above the are? 
t * left of the large entryway. 
To get to this higher ground 
(and beyond it, a NaiEgun) 
look for little elevator that's 


4 Bridge Hboue 


1 Toxic Tunnel 



Afterpik've return. outiid area, enter the Urge 
doorway and take-out any footaaldier who confront you. 
N^xt, head to height and rtait the television monitor 
that's positionerfib the pillar. It will Activate an dev? tor 
that wBLUkd you up ir he -mail ledg,, whorttoure's yet 
another television to target, darting toe TV will reveal i 
corridor where a Quid D innge .waits. 


At the botojrti of the ramps, you'll see a big pilhr on the right. 
A Se rch behind it to find toe Biosuit, then quickly jump into 
1 the pool. Enter the passage just bencth where the big door- 
___ way sits on the surf ce and follow it to find a room full of 
bonuses. The dioMiitvIJl U ii ' you swim fast 


Si I I p g utl e When you rench the very end 
"4 the le%d» the screen will prompt you to enter the Slipgate 
Don't gO’ht until you've collected .11 toe item you can carry. 
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4 g ^ 'cal of this level is devoted to pathways that snake 
around pools of water, but the best soldiers won't bo con¬ 
tent to stay, high and dry. If you're looking for secrets, dive 
into these shallows to find ammo, shortcuts, and hidden 
doors. Start off your search by hopping off the bridge and 
swimming fo the tight ‘ ~ 


In an ar< * i the stairs from th^ door that needs the Silver 
fe y you'll see a column containing a brick tbit's slightly 
askew. If you slide the stone back into place, it will open 
door that leads to a Quad Damage. It's be t to wait until 
you have the key to take advantage of this bonus. 


6 Key Clues 


You won't b 4fle to nab the Silver K jy until you've hit the 
switch in the hall with th£ Knights. Once you've crossed 
the bridge to the key, look back, below the bridge you'll see 
a F ox of nails. Don't bother jumping down for this crate 
unless you hive a real need for ammunition. 


QUAKE 


You'll face only the front line of Quake's forces in this level, but that 
doesn't mean that their onslaught won't be fast and ferocious. 


5 UJalls Pall 



At fir* fance this armor s *emt> 
out of reach, but if you blast the 
glowing rd switch on the far w ill 
with i shotgun shell, stairways to 
the armor will appear. 



Ih*; ** * 4 hidden door just below the switch we mentioned 
above, but it won't open units* you upproich it in the 
•*atnr Th Slip^ate inside will lead VOU’h dr to drv land 



Otv you've opened th door with the Silver Key, you'll 
enter a room with i pressure plat_ on the floor. Step on the 
ptate ind run a few feet to th* fight or leu of the now 
sunken switch. Run into the Slipgate once it appears to be 
toiepovted to a ledge with an angry Fiend belpw. Use the 
ledge ^i| sniper's nest to defeat the 


JSxplor^ more Once you've 
defeated tin: Fiend, you'll encounter a few more enemies, but 
fc sically, this level will be completed. You can Live through the 
Ftfcc doom v that leads into darkness, but don't exit the level 
until you'v* dil t cted all the ammo, weapons, and bonuses. 
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f”h» V«ropo i sn't only on* «i * the creepier levels you'll encounter 
in Quake, i . ko the first real test of your stamina and fortitude. 


B 


b B 


cl e 


\ Mi'll 4ee a '(rtrdt launcher 
*pinnin 0 ip ,he air at the stirt of 
<hi» stage Crab it—it will 
become your best friend. (It is 
the only, weapon you'll ^et that 
•ftw 'jnmi^tibies h 


H n on n 


w* •* 






• m • 




Bela ui 


After yt * 'contend with the Ogrd m th -csy, btd right 
.until *tt standing on a bridge. Look down ^rtd behind 
you until you Spot an ammo box. Hop dotvra, dial with the 
ZortdSU.*? and gnb the bo*. (Shoot thtfwdlbehind it to get 
even Wore ammo.) Mow scour the rest of this lower r^a 
i — V*«»* ‘K *-<* «,W Vjp« get n* back o * ♦"■ck 



3 In the Ring 


He'd b»cK t-u die bridge area but continue going forward 
until you find Ibe lift that/tik^ you down a «ioor. There are 
lo .ds of Zombie down fh.ti 6 , so got ready with those 
grenades. When you s*. ;■ the key, grab it and go forward to 
the far wall. Qnce you're underwater, you'll find a hole in 
the wall where the Ri% <•* Shadow » is hidd^ 



4 Rush u 


u 


Thereat large door with a 
trap behind it back at th ' 
ItVvl's biginning. If you 
don't want to be crushed 
lik. bug, quickly shoot the 
switch and hurry into th ‘ 
newly opened bill way. 



J '\***. 5 


E*Of> 


• j - 


S Stand Hsid 


Jus beyefti |he Cold Key door lies a walkway that do esirif 
se em to Lad anywhere Walk down this cramped path staying 
I -do' . as you can to the left wall. As you move forward, the 
jfront wall will open and a torpedo will fly by. Now hop in the 
ho 1 * that's opened in die floor. 




w 

'■"■id 


l. 



G Lo 


y Position 


After aiding through aomc Zombie-infested waters, you'll 
filter a large room where an Ogre will try to bomb you from 
above; Take him out with your Nailgun and then jump up the 
little steps to the ledge. Now press the switch and ise your 
grenades to blast the Zombies down below. 






n Si., . Hi. 


Before leaving the (ufn above, switch to a weapon besides your 
Grenade Launcher. Now open th door md defeat the Ogres on 
th * overhead platforms. Gnb the ammo and armor tint were 
pr jviously behind bars, nnd shoot the wall behind those bonus¬ 
es. Employ the secret Slipgate to - at up to the platforms. 



fle^d G-tiiJ? The last room you'll 
» (iter dot.m£f *mto have an exit door uut look—there is a 
led switch hi tht walk What's this?!? You press it and It 
appears that th roof i*fallir«g?f? Could ill be lost? Of course 
not* Thij» * Nr much more fiendish finale. 
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QUAKE 



While the castle-like level is rather short and straightforward, you shouldn't try 
to rush through it or you'll likely be finished off by its traps. 


I Cliff note 



It's ke| * i bt^in your attack by firing at any Fiund that may 
be running around on the Keep's upper terrace. (You'll see 
why I- ter,' Now $o swimming in the right side of the moat 
a nd s.jfrb 4k* to fi«d a secret space. 



Enter the <H>fr on the Keep's 
right tide and take out the 
Ogre standing on the mini¬ 
tower. Now jump from the 
nrpngr Small wall to the 
one farther iway, then 
make t leap from that wall 
to the tower. 




6 Bachtrack 


When to this e!*vated walkway, go past it c first 

moving post and sUp on the switch. Now turn around and 
head back to ' newly-formed fissure. Jump down into this 
>r M mp iAm the lift to bypass most of the posts. 



~~l Key Decision 


Once >py find the Silver 
Key, you must make a»big 
decision: You can go open 
one door now or wsit until 
“you have both the Gold 
and Silver Keys and open 
two. It's best to wait. 



3 Spotli 


After ciMhrf back to the Keep's 
main entrance, you'll find a short 
hallway with lights shining down 
on the floor. Avoid walking into 
these beams of light or nails will 
rain down from above. 



® 11 € —r 

Koi 


■I Left is Right 


When come to the Y shaped, elevated walkway, go 
down the left fork first, Ultimately, which way you decide 
to go doesn't matter very much, but if you pick the right 
path first, you'll end up doing a little more legwork 


5 Dodge Darts 



This rom 'holds a pillar tb it htfbtf dart Jit Tour direct 
fions. That .lone wouldn't be so had,. bu‘ Knights will 
also attack you from all iJ*CX3R . 

tides. To avoid taking too ^5?. 

much punishment, run 
from the doorway to the far 
feft corner and take up a, 
defensive position. * 



8 H 
f 1 


When you're li*dk at the Y^tmpoth w Ikwa* *proc?ed 
down th. right path until you git to. dark room contain* 
in a a small load of fo as md a sin^h column. Aft. * b. tin^ 
the baddies^ walk over to the column and stand under¬ 
neath its lamp. Now just hit thv> lamp with your head by 
jumpin - up You'll uncover i small secret area. 



a Secret Bade 


kn'er thi Mipga' i-fra ,i tbrJback to be teleported onto-ai 
Outride terrace. (Now you know why you destroyed tb it 
fin k: -t’kFjr J tH» Or ad Damage, run back to die same 
ay -* $lipg;‘; yOO just exited, and 

prepare for a fight. 
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Auw Coring the Slipgate, you'll reappear on a rising plat¬ 
form with the Golden Key within reach. Suddenly, you'll 
be face-to-face with a Shambler, a huge creature with 
sharp claws and the ability to fire electrical beams. Use the 
Quad Damage and Super Nailgun to finish him off. 


id a 

P i 



O 1 Op mil O wM hand/ttfilodt 

Silver Key door and hit the jwtch behind It. Do an about-face 
and ini the new liA to g^t to the Gold Kt*y door* Enter the door 
and drop down the hoi 3. Now turn around and shoot Hie wall 
Well, well, armor! Too bad you couldn't reach it before- 



iYfim 1 | xoM% hi 111 a Hi M) 

‘ ' , V -JT- . i- . 

Prepare to be both pummeled and very puzzled! Even the first area 
in this stage is bit confusing, so we'll give you a hand by suggest¬ 
ing that you step on the switch in front of the starting point 

Deduction 


NINTENDO POWER 


Ibis room fb ia secret door hidden on the far wall, bth^ydG 
won't find the switch that unlocks it unleti yoi.jaok4 
Shoot the switch, then take th j secret lift up to a f thway 
of ducts. Step out onto the ducts, then look left and down. 
** vou hop to this ledge, you'll nab a Quad Damage. 


After yin lolled: the key, piss up the 
Slipgate that's off to the side. 
Instead, lesp over the lava and cur- 
ry down the stairs. In the* l ill with 
the spiked wall, you'll gain access to 
a secret Slipgate! 


Back at IfeM stage's start, you'll han 
to get past a very dangerous pit fe* 
get closer to the Silver Key door. *6 
^et across, either tiptoe along or take 
i running leap off the beam before it 
turns left. 


So you waBfcTh* £ilvC Key? Er*n 'Wit room mentioned 
above, hit th lowe£ Switch ind turn to the right. Run for¬ 
ward until you hit another iwftch. Don't turn around—just 
back up irrfo a hole tb it will drop vou down a door. Now 
back into another mil ind run forward down the stiirs. 
Next, run down Hie hall and titfn jfeht. Ah O^e will 
appear- --#> cnichl'thrfyou finish him fist When befall¬ 
en, a door will open in the ri*ht wall. Diveioto.f \; door¬ 
way. You'll be practically gasping the kt* * 


Now you' i J^ter a hall with a button on one of its walls. Bump 
into the button and turn wound to set Zombies r tin down on 
the othdr side of the room. Sines you forgot your umbrella, 
jpst hit ^ with grenades. One*; they're dust, cross the new 
bridge and enter the door. Hit the switch inside and take note 
of the results. 











ck aero £ the bridge you should see a 
Slip /il * where a door once wa'. Shoot the symbol that's 
*1owin<> on a post and then turn toward th s Slip^fe. Go 
utinvn th sscrjt stairway and spin around, befoi. you 
WW Jb another Slipgate that leads to more bonuses. 


15 St 


to It 



When you step on the switch shown 
oW/*you'lt * Shambbr standing in a doorway with 
his back furr ed. Grab the armor behind the him (this will 
mikt him m^d)> and back up fast while firing a weapon. 


QUAKE 



I ■' • # U • 4 -^ • ■ • 

Now for roirte trad news and some good news.,. First we'll give you 
the good news: There's only one enemy to defeat in this level. Now 
the bad news: Your weapons are totally useless. 


WmuAm* Read this and the following section only 
you don't like surprises! You'll start with a strange 
object directly in front of you. (This is a Rune that 
you need to collect to complete Quake.) When you 
grab it, Chthon will rise out of the lava pool to defend 
his prize. Run as fast as you can to the far side of the 
pool and take the lift up. Now read the next section 
for a winning strategy. 



Thero ? - :« p. ^ 

that runs around the pool's perimeter. The ones on 
the sides lower posts down to Chthon's level, and the 
other one sends an electrical charge between them. 
Run clockwise around the path (make sure you run 
over the plates!) pressing the middle plate last to zap 
Chthon with some major wattage. You'll have to 
the circuit up to three times. 



•A. Sfe k—S m .(.).<» \ 




\uu may have just given Chthon the last shock of his life, 
but believe us, you have barely begun to scratch Quake's sur¬ 
face. There are still load of levels to come, including a few 
hard-to-find secret stages. Well be bringing you more info 
on how to find those hidden levels in the future, but let's 
just say for now that you might want to scour every inch of 
the Necropolis. And hey, before we forget, try to see if 

you can get your foes to fight each other! 
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fl A ft C n Compared 10 Pages 1 and 2, the first level on 
JrAUt a Page 3 gets tough in a hurry. The biggest danger 
jhere isn't the bees or Shy Guys—it's the risk of failing below the 
clouds You'll survive if you plan your climbing routes and look 
before you leap 


TURN THE WORMS 

The Red and Blue worms will fly right off the 
page unless you learn how to control them 
Hop on tha backs of the worms to make 
them turn Your nde ends when you reach 
the clouds at the top of the staga 


start 


More Mflps, MeSnies And M^Cm .n This Months piles’ 


VOLUME IQS WE SHOWED YOU THE OPENING f AGES 


OF THE GAME' 


YOUU LEARN THE SECRETS 


AND STRATEGIES 


GETTING THROUGH 


first of the 


STORYBOOK flAGES 3 




THROUGH t IF YOURE LOOKING FOR A HIGH SCORE 




TRIAL MODES, SHOOT FOR COLLECTING ALL 


MELONS HIDDEN THROUGHOUT EACH STAGE. READ 


AND 


GIT THE Foil STORY ON how to FIND THESE PRIZED FRUITS. 


1998 Nintendo 
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THE GREEN 
DRAGON 


Thu Oruun Dragon will give you a ride pasx 
six melons, but aim your tongue carefully or 
you'll end up swallowing the other fruits 
earned by the flying Shy Guys instead 


You'll £ 'n jp to twenty coins ind i 
Special Heart if you pound all the clouds 
her®, Th- tough 

part is dodging ^ \ 

the buz 2 ing bees ym? 

If you get stung, 1 

drop down and i I \ 6 

eat the Power 

Flowers growing «*** - 

nexttoPoochy. w 


TO the tor ^ J 

Hit the Dulay $4^ 

Switch, then hop 
along the clouds to 
collect the melons. 

To save time, don't grab the Spec 
until you've eaten all the melons- 


YOSHI’S STORY 


You'll earn five melons if 
you down the Shy Guys 
flying above these 
clouds Use your eggs to 
hit the high fliers, then 
finish off the rest with 
your tongue. 


OON BONGO 




Use your tongue to Watch closely and Avoid the spiked bells Take aim et Don 

S uickly eet up Cloud N. you'll spot Inviso's rolling ecross the Bongos lips end hit him 

endy before she has e hiding piece. Use your teetering platforms three times Use your 

chance to pound you on eggs to knock out this and throw your eggs tongue to grab the 

your heed. cloaking creep. et Cloudjin's ugly mug. falling pots end pens. 
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WALK THE 
YlANKS 


#| A f 1 t Id Believe it or not, Page 4's Jungle Hut is one 

■I . * * of the easiest stages to collect all thirty melons 

f j There are six huts you'll need to explore to find the melons, but the 
I ,1 biggest trick is knowing exactly what to do to uncover all of them. 


B START a COIN 
1 COLLECTION 

You won't find all of the hid¬ 
den melons in this hut until 
you find and collect the gold 
corns To save yourself 
time, frustration and 
flower petals, eliminate 
the pesky Gabons 
BB before you hep around 
Iv*" J and gatiierupth^ goods 


BLAST j THE BlOCRS 


You can't hurt the Chomps 
pacing the planks The best 
way to get past them is to 
avoid the beasts or grab a 
Heart Fruit 


Most of the melons 

in this hut are inside stone blocks Eat the 
Shy Guys and throw the eggs to c 
break the blocks You’ll find another . * 
melon when you collect the coins - 


start 


A RACE TO GET 
F TftE MELONS 


Eliminate tha hazardous 
jj|| purpie balls in this stage 
- by eating, squashing or 
| throwing an egg at the 

IPs Gabons throughout 

to B' this page 


E WALK QUIETLY 


THE TALLER P 

THEY ARE... !^Hn| 

Tito Shy Guys on 

are impossible to defeat B^B 

unless you hit them in — 
the back with eggs or 
stomp t :r heads Since 

sore of these towerng l[|Bl|V^||^^B| 

troublemakers are walk¬ 
ing on platforms above bottomless pits, your safest 
and best weapons are your trusty eggs 


Afttryou stomp on the 
Mystery Switch, you'll 
have to race through th*> 
spider webs to gather all 
the melons in this hut 


Thei d ai c two hives inside: 
this hut, md tta buzzing bees will trap you if 
you make too much noiSd The trick is to walk 
slowly and quietly beneath th hi\ ss 


That's rigllt dino-pal, there's 
no minigamin this level. 
That means you won't find all 
the melons until you explore 
all six huts in each comer of 
this jungle level. 
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RELEASE TttE 
FIRST WAR? 

Th 2 First Ms. Warp is hidden insrde 
the Mystery Bubble th^ start of 
Lots 0' Jelly Fish. E . the Shy Guy 
and us the egg to break open the 
bubble and re’aasn Ms. W irp 


fl rt p r Lots O' Jellyfish is one of three under- 

** water adventures you'll find in Yoshi's Story If 
^ you re not trying to collect every melon on the page, you'll find that 
this level isn't overly difficult—if you can dodge the jellyfish 


start 


Unlike the blue {ellyf'sh that 
swim in one place, the red 
ones wil* slowly chase you 
through tha stage You cant 
defeat these sluggish predators, but if 
you keep moving, they'll never have a 
chance to catch up to you 


SHORKEl SHARE 

F tidncd is the best defense 
•gainst the invincible Snorkel 
Snake. Wsit as ho circles, then 
escape through the g jp betw r n 
l*B ^ his head ana t »l. 


AH OASIS ABOVE TttE SEA 

You've found your own 
jparadisa. Wake the Ms. Wjrp 
jslteping on this is! jnd oasis so 
e x, f I you can warp back hei « and 
|>_ I « c J d U P on Power Flowers and 

' * Power Bees whenever your 

■■■P life starts to run low. 


YOSHI’S STORY 
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HOMING TORPEDOES 

The submarine Shy Guys in this level are 
equipped with homing torpedoes These torpe¬ 
does are fast, but they can't tum as well es 
you can, so try swimming behind rocks or sharp 
corners to make them miss you 


IN A VEAV 
TIGHT S?OT 


ONE CHANCE FO* i 

TWO MELONS i 

A swarm of flying Shy Guys will make fk 

one pass above you bofore fiymg off into ‘ m 
the blue fabric skies Use your tongue to 
grab the two Shy Guys carrying melons in their clutches 


swimming around thes* md 

tight twists ,nd turns ai t 

the toughest obstacles in 

Lots 0'Jellyfish, but 

you'll have to diva through 

these narrow underwater c nyons to collect 

all the melons. To avoid dam jge, always swim 

in the middle of the passages. 


%. j Ttilt is ■ long jum. 

’3 CMtast: th» farttur 
.i ¥ rtijwnji. Tha mm 
mrVt y»M‘ll e«n. 
HU cA start with 

ywSfciSr 

Mi|« iLcfc. toit thikty ta 
winning it all is to hop across 
the backs af the Tahac 

jutt irfli is an i 
v. ^ittarfliaa. 
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FLOOR BLADES 


ft f* p A Mecha Castle is one of the toughest 
* ^ ^ pages in Yoshi's Story, but that' 

because this is the last stage you'll need to complete 
before you confront Baby Bowser and fight it out tor the 
Super Happy Tree 


The blue blades are 
stationary, but the 
red blades will chase 
you Jump over the 
blades when they sink 
into the floor. 


You can throw eggs at 
the Black Shy Guys, but the best trick is to 
wait for them to drop their blocks, then run 
underneath them as they pick them up 


Vi 

a. 

MIVXOAM* 
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After you hit th Mystery Switch, run 
right across th* gears ana climb the 
Surprise Balls. If you're running out of 
time, hit the Delay Switch above the 
gears with an egg 


PIPt.* 0 dont get 

» * < LL- W*. - V INCffEB 

* If you stop on a moving 

sprocket, your Yoshi will be 
yanked into the gear teeth. Unlike other stag is in tha 
game, th a traps h jr will instantly take your Yoshis, not 
Smile Meter flower petals 


ftonramrAi cut 


bounding visnm 

All of th epistons in Mecha Cas tie haw a rhyth¬ 
mic pattern If you wait and watch, you'll know 
when the pistons will smash together and you 


blade tip. 
the walls 
Castle. A: 

thj knives will jump out at you Jumpuf 
sharp hazards as they retract into the i 


can leap betw ;en them as they pull apart 




ROCK AND KOUEAS 

Falling off Mecha Castle’s Rollers won’t 
result in fatal consequences every time— 

sometimes you'll 
discover hidden fruit 
’ at the bottom 
| J _ Remember that you 
nBrfrT ^ ^ can push down or 

up on the Control 
~ Stick to see the 

- terrain below and 
above you. 


This miaigama ia a 
raca agaiaat time. 
You woa’t take eny 
damage if you're 
Super Happy during 
the reca. 
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)sely for the 
poking out of 
in the Mecha 
you pass by, 
past these 
rails 
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■P f AYER'S GUIDE * 

Are-you still having problems finding all the 
melons? Have you discovered what the-fc^d- ’ 
w den com letters spell out when you win a Heart- A 
Fruit at the end of a mmigame ? Perhaps you just ™ 
want to know if you've found every secret area in the game 
Get all the facts and discover even more secrets in 
Nintendo's Official Yoshi's Story Player's Guide The 128 

K ivs you everything you need to know on 

now to play by the book, including 
where to find the rare Blapk and 
White Yoshis! 


GO FOR THE MELONS T® 

GEY the highest scores 

Yoshi's Story seems like an easy game until you try to collect 
all 30 melons in every course, fn order to find all the melons, 
you'll have to get perfect scores in the minigames and sniff out 
the remaining hidden fruit. The tricky part is using your tongue 
to carefully eat the melons and not the other kinds of fruit 


y There ere 30 melons hiddee in 
d each stage of the gome. Some 
pq meloee ere oet ie the opea, eed 

BB t others you’ll ears by eeilieg per 

* * ^ feet ecores ie the miaigamas. 
o o' Root oet the remaiaing melons 
00 by followiag Yoshi’s eose. Yoe 

| dost have to atop to smell for 
i melees—eeve time by holding 
; / | down the R Bettoe es yoe rue 
- 1 throegh every nook end 
cranny ie e etege. 


IS BOMS BABY W 

i BOWSER | 

m Compared to the other 

Mario aed Yoshi games, _ 
" Baby Bowser is easy to LJ 
defeat in Yoshi's Story. When 
the battle starts, pick up the falling 
ob-ombs and throw them at the spikes 
ie ceiling until they hit Bowser three 
rt running low on life, take a bite out 
ng from the Super Happy Tree. You'll 
ter you throw three more Bob-ombs 
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Konami is bringing 
fiua-on-fiva baakatball 
action to the flBMI uiith 
flBR In The Zona *98. 

The action is fast and 
furious, so gou*d 
batter bring gour 
i good shoes! 


S thit product ntmm 
BA Properties, Inc. 
thout the prior 
ts reserved. 













You won't see a 40-foot jam with a flaming ball around here, but if you 
want to inject just a bit of fantasy into your game, then you can take 
advantage of the Edit option. The Edit option allows you to tweak exist¬ 
ing players or create a new one. You can set a player's height (up to 7' 
11"), weight (up to a hefty 349 pounds) and skill level in nine different 
areas. Once a custom player is saved to a Controller Pak, he can be 
downloaded and used on any team in any play mode. 


air for the sports game 
scene, not just because there have been no basketball games for 
N64 since NBA Hangtime, but also because the game steers 
fantasy play and focuses on real-world player perfor¬ 


mance and real-world rules. Up to four players can participate in 
the five-on-five action that includes all 29 NBA teams, actual pro 
players programmed with their '96-'97 season stats, offensive and 
defensive fouls, backcourt violations and more. 


are four play modes to choose from, including Exhibition, 
All-Star and Season. If you choose the Season mode, the com- 
automatically track your players' performances in key areas 
like points per game, field goal percentage, rebounds, assists and fouls. 
You'll be able to compare a player's current stats with his previous 
year's performance, and the computer will even calculate averages for 
your entire squad in 13 performance categories. * ^ 


TmMJWMf? If 

It 

If that's not enough, the Trade option lets you swap any players you 
wish between two teams. If you're looking for a point guard, for 
example, you can shop around with the best teams in the league to 
sec who would fit the bill. There's no limit to the number of players 
you can trade, and you can even use this feature in the Season 
mode. Jn the Season mode, however, you'll be limited to trading 
players with the team you're facing on that particular day. 
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The Rules option allows you to dial up or turn down the realism to 
suit your tastes. You can set the number of fouls it takes for a player 
to be ejected or turn off the option completely, as well as turn on and 
off a host of violations and penalty situations. We actually recom¬ 
mend turning off the Out of Bounds option until you get used to the 
court boundaries; otherwise, you'll probably be hearing the ref's 
whistle every couple of minutes! 





With five players per team, tactics and coaching will be more 
important than you might think at first. Just driving to the hoop for 
a jam won't get you very far, and ball handling will be critical to 
scoring consistently. Players will tire at different rates, play differ¬ 
ently depending on the situation and even play in "streaks" like their 
real-life counterparts. We've outlined strategic suggestions for each 
team on the following pages, but the rest will be up to you. 
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If rebounding is your game, then you could 
do worse than the Atlanta Hawks. 
Dikembe Mutombo alone averaged H 6 
rebounds per game last year, e stet he'll 
likely come close to matching for you in 
any play mode With 1,486 and 1,445 points 
respectively for the 96-'97 season, 
Christian Laettner and Steve Smith should 
also put in lots of productive play 


lius 


Glen Rice and Vlade Divac are unquestion¬ 
ably the Hornets' headliners, but the true 
strength of this team is its terrific depth 
Dell Curry, winner of the '93-'94 Sixth 
Man Award, is the cornerstone of your 
bench, but don't ignore quality vets like 
Matt Geiger, a good backup for Divoc Use 
your reserves wisely, and you may find 
yourself with a play-off berth 
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If you think that these Michoel Jorden- 
less Bulls ore somehow tamer than their 
real-life counterparts, think again Though 
Dennis Rodman can't hit 3-pomters with 
the aplomb he shows in some other b-ball 
games, he's still a rebounding demon Trust 
Scottie Pippen (1,656 points last season) 
to produce consistently, whether itfc from 
tho paint or somewhere downtown 


CHICAGO 
4, BULLS* 





STAKJ’I 


MSTCIfS 



After a few disappointing seasons, the 
Pistons are once egom a force to be reck¬ 
oned with, achieving a 54-28 record Inst 
year in the talent-heavy Cantrel Division 
Though you should build much of your 

S ame plan around the NBAs Mr Nice Guy, 
rant Hill, don't overlook the backcourt 
support of such stalwarts es Lindsey 
Hunter and the venerable Joe Dumars 



©TASTING VlpEUPS 



As in reel life, the focus of your virtual 
Cavs will be their new leader, Shawn 
Kemp Despite Kemp's dispute with 
Seattle Somes' management last year, tus 
overall performance didn't suffer much, 
and you can expect him to perform as well 
rtS or even better than advertised on his 
stet sheet When subbing, be sure to give 
Brevin Knight end Derek Anderson some 
game time 
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Unless you're on a par with new head 
coach Larry Bird, don't expect anything 
very spectacular from this squad If you 
treat them like a fixer-upper, shoring up 
their offense and patching the holas in 
their inexperienced bench with a few 
smart trades (as it stonds, there are no 
good subs for Reggie Miller or Chris Mullml, 
you can put in a respectable season 
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Despite the fact that Glenn Robinson, Ray 
Allen and Terrell Brandon together scored a 
total of 4,310 points last year, the Bucks ' 
were second-to-iast in the Central Division 
This just goes to show that a good starting 
offense is not everything As with the 
Pacers, you should make soma trades Look 
for some offensive backup, but more impor¬ 
tant, look for a coupla of good blockers and 
rebounders 
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The Celtics marked their 50th NBA season 
not with cheers but with jeers They 
missad a record 471 games due to injuries 
So, it's no surprise they managed no better 
than 15-67 last year Luckily for you, some 
new blood should help tham perform more 
like the Celtics of old Though he's a rookie, 
Ron Mercer should provida good support for 
Antoine Walker, and if you need another 
starting guard, give Chauncey Billups a shot 
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The first thing you might want to do with 
the Nets is to remove Chris Gatling from 
the starting lineup and put Kerry Kittlas in 
as a third guard to help in the backcourt 
Having two forwards and three guards is en 
unusual lineup, but it works, and it gives the 
team lots of scoring power up front With 
this lineup, you can try to build a command¬ 
ing lead in the first half and then play a 
maintenance game in the second 




The Raptors ended their rookie season in 
the Central Division basement, and despite 
some pretty good individual stats, they 
may have trouble finding their way out of 
the dark Keep the roster rotating through¬ 
out a game to keep everyone fresh When 
subbing, swap John Wallace for Marcus 
Camby, and use Carlos Rogers, Reggie 
Slater and Popeye Jones as the primary 
backups for other starters 



The Heat lived up to their name last year, cap¬ 
turing the Atlantic Division by a comfortable 
margin, and they should have no problem 
repeating that performance This team has 
advantages that most don't a great starting 
lineup and a deep bench Dan Majerle and Eric 
Murdock can provido backup for Tim 
Hardaway and Voshon Lenard, and, as we've 
seen m real life, Isaac Austin (last year's Most 
Improved Pleyer) can fill Alonzo Mourning's 
shoas quite well 




The Kmcks were nixed in lost year's 
Conference Semifinals against Charlotte, 
mainly because of the suspension of key 
players in Games 6 and 7, including Patrick 
Ewing Given a chance, this superb team 
would have a great shot at your virtual NBA 
chempionship Little coaching will be need¬ 
ed, just be sure to rotate quality subs like 
Chris Childs, John Starks, buck Williams 
and Chris Mills through the lineup and you'll 
ba fine 
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In one ya*r, the Magic endured the loss of 
Shaquille O'Neal, a mid-season coaching 
change and a host of injuries, and they soil 
made the play-offs We don't know if the 
virtual Magic will hove the same spirit, but 
if you neecfa spark m the middle of a game, 
put Darrel Armstrong into the acton. 
Together with Magic leader Penny 
Hardaway, he'll help propel the team into 
the postseason ^ 
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The key to success with the Wi 2 ords is 
ball handling With Gheorghe Muresan's 
height and Chris Webber s and Juwan 
Howard's speed, you can keep the ball 
moving and your opponents off balance. 
Opposing players will be hard pressed to 
predict whether it will be \Afebber, Howard 
or point guard Red Stricklond who will take 
the shot If you keep your players moving, 
you'll have lots of offensive opportunities 
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Allen Iverson end Jerry Stackhouse ore 
your only big scows, and they need the 
support of a good bench Unfortunately, 
you d on't have one Jim Jackson is strong 
in the point guard position, allowing 
Iverson to concentrate on shooting. The 
big question is how to use your best sub¬ 
stitute guard, Mark Davis Should he sub 
for Jeckson to support Iverson or for 
Iverson himself? 



r=ri jBTr/ r . i - w / i • 



tdLGEfl ST4TE HAlflRS 




With a 30-52 record last year, the Wbrriors 
didn't finish as badly as some other teams, 
but it will still toke a lot of work and trad¬ 
ing to lift them up from the bottom of the 
Pacific Division heap Latrell Sprewell may 
be suspended in real life, but you can keep 
his virtual self in the starting lineup You'll 
need to find two starting forwards and one 
starting guard, but Joe Smith can stay in 
his slot 




Despite looking worse than the Warnors 
on paper, the Clippers finished better in the 
'96-'97 season with a 36-46 record. This 
does not mean, however, thet a season 
with this squad will be easy Take a leaf 
from the Clippers' real-life game plan and 
substitute a lot, end we mean a lot None 
of your players ere standouts, but if you 
keep them fresh, they'll do pretty well for 
you right off the bench. 



The Lakers fared much better lost year than 
their cross-town rivals, the Clippers, and 
finished just one game back of the division¬ 
winning Seattle Somes Your five starters 
each rates 400 or better in field goals and 
has a collective average of over 16 points 
per game, so a play-off berth is nearly 
assured For variety, you might put a second 
guard, perhaps Kobe Bryant, in place of one 
of your three starting forwards 
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Tha Suris climbed out of an early 0-8 iole 
to finish 40-42 last yaar, largaly due to 
good coaching and wise trading Now that 
the team has a rebuilt lineup, you can focus 
on tactics Jason Kidd and 10-year veteran 
Kevin Johnson will provide quick ball han¬ 
dling, leaving Clrff Robinson, Antonio 
McDyess and Rex Chapman free to punch 
through your opponents' dafanse to 
accept passes and take shots, 
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four first order of business es coach will be 
to shuffle the starting lineup Bring up either 
Mahmoud Abdul-Rauf or Terry Dehere to 
replace Bobby Hurley, and then switch either 
Olivier Samt’Jean or Corliss Williamson with 
Billy Owens Owens is actually quite versa¬ 
tile, end ha'll function well as one of your top 
substitutes The aim here is to provide sup¬ 
port for Mitch Richmond, one of tha top 
scorers in tha NBA. 



If you want a challenge, then tha Mavs are 
the squad for you Thay went through a 
complete overhaul last season, and the 
current roster is still largely untested as a 
team Erick Strickland, an undrafted free 
agent until the Mavs signed tom, should 
take a starting spot half of the time, swap¬ 
ping a space on the bench with Hubert 
Oavis Shawn Bradley should concentrate 
on blocking (248 last season), while 
Michael Finley takes tho point on scoring 



You'll start your virtual '97-'98 season with a 
lineup that was revampad just last yaar This 
squad should give you a solid season without 
major worries Rasheed Wallace will do well 
for you as your starting power forward, but 
you should also giva Jermaine O'Naal a 
chance in that spot, parhaps every third 
game If Brian Grant doesn t live up to your 
expectations after a few games, put him on 
the bench and make O'Naal a regular starter 




STAGING 
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If Jim Mcllvame isn't earning his salary, 
rotate Sam Perkins or Jarome Kersey into 
his starting spot and work your tactics 
around three forwards Onvid Wingate and 
Dale Ellis are more than capable subs for 
Hersey Hawkins and Gary Payton, and 
they'll likely hit lots of 3-pomtars when 
they're fresh off the bench Payton's speed 
is commanding, but he'll tire faster and take 
a bit longer to racovcr than tha others 
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With al! the roster shuffling last season, 
here's another case of a team building a 
record and a reputation from tha ground up 
this season. Though they don't have any 
stats to show, you can put your trust in 
starting guard Bobby Jackson and reserve 
center Tony Battle (a very promising first- 
round draft pick) Eric Williams can be 
ef fectiva on both offensa and defense, and 
Anthony Goldwire should provide good 
backcourtsupport 
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Don t let the Spurs' measly 20 wins in the 
'96-'97 season fool you They were plagued 
by repeated injuries to key members of the 
team, including forward David Robinson, but 
that's something you won't have to worry 
about If Robinson or rookie Tim Duncan 
can't push his way through to the hoop, let 
Vinny del Negro and Avery Johnson run 
with the ball until something opens up. 


Tha Jazz had a record of 64*18 last year, 
second only to the Bulls' record of 69-13 
Without Michael Jordan to lead the Bulls (at 
least in your virtual season), the Jazz will 
have an even better chance of grabbing a 
chempionship season Scoring is never o 
problem for double-digit shooters Karl 
Malone, John Stockton and Bryan Russell, 
and you can count on Malone and Greg 
Ostertag to rebound when you need it most 


As we'va said all along, depth rs important 
ond tha Rockets have it in spades Aside 
from the terrific rebounding and scoring 

K 'll get with Charles Barkley, Hakeem 
uwon and Clyde Drexler, you'll also 
have Mott Moloney's steady ball handling 
and Mano Eliefe 3-point shooting Othella 
Harrington, Brent Price and Emanual Oavis 
will also put up some impressive numbers 
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TaKtmwouut Houston sockets 


Though not e division leader, the 
Timberwol vbs do show a pretty good set 
of offensive teeth when worked properly. 
Tom Gugliotta, Kevin Garnett and Stephen 
Marbury can all average 18+ points per 
game consistently, and with q little prec- 
tica on passing and set-up, Sam Mitchell 
ond Stanley Roberts will do the soma 
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With a record like 14-68 for the '96-'97 
season, there $ nowhere for the Grizzlies 
to go but up Luckily, it looks like they can 
do better, especially if you bosa your 
offense around Shareef Abdur-Rahim, Otis 
Thorpe and Bryant Reeves Peta Chilcutt, 
Tony Massenburg and Blue Edwards will 
provide good backup If you need to spark 
some action, bring in the subs near the end 
of the first or second quarter 




After several fantasy seasons, we realize that 
winning here, as in real life, depends on seeing 
what your fellow players tan and will do on their 
own. If you can't set up a play yourself, you'll 
have to trust that if you pass around the 

backcourt, then, say,- 

Alonzo Mourning will 
try to get open for a play. 

It's that simple and that 
complex, all at once! 
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CiJHPLLTlNb OCEAN'S LONb-miTEO ACTION TH RIL LER UNC£ SEEMEg ID BE hH IMPOSSI BLE 
I MISSION, BUT £ NE? OEVHLOPMENT 1E^M ANO A SHARPER FOCGS IS SET Tl) PM OFF SOON. ' 


MISSION: IMPOSSIBLE 
TURNS OUT TO BE MORE 
THAN A 3-0 RUMP WH 
S AO GETS ANO SUNS. 
LOOSELY BASES ON 
THE HIT MOVIE, THE 
GAME CAPTURES THE 
ESSENCE OF WAT MAOE 
Ml SO COMPELLING: THE 
COMPLEXITY OF THE 
MISSIONS.THE GADGETS 
ANO IMF TEAM MEMBERS 


ARE MEREU TOOLS 
USED BURE PLAYER TO 
COMPLETE MISSIUNS 
THAT CHANGE ANO 
GRUV CURING PLAtf. 

ALTHOUGH OUR ALPHA 

* 

VERSION HASN'T COM¬ 
PLETE. THERE VAS 
ENOUGH IN IT TO 
RESTORE OUR EXCITE¬ 
MENT ABOUT THIS 
LONG-OELATEQ TITLE. 
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agents rily * Vlliu tc *** out objectives end support 
their efforts. B'W* rfp fjn* >-gins, you are introduced 
to the three main t *<+ m— by wey of dossiers, but 
other agents may also Ni ineoK ed in the mission. 


m ite flew design of Ml, the development team et 
Jnfograqics has concentrated its efforts on IMF team mem¬ 
bers and dynamic missions, As super egent Efhen Hunt, 
be teamed with specialists on each oper • «m hese 


Tom Cruise's starring role is your 
• * * rrhtf role, as well Ethen is the 
'•rst choice for every mission. 


Agent Clotter is 0 mountaineer 
end technical specialist versed 
in explosives and radio. 


This Phelps is no traitor. He 
directe end coordinates ell 
operations in the field. 


No Mission: Impossible operation would be complete 
*iyitjygut sophisticdiH equipment. You'll begin each mis¬ 
sion with sontt^tefhs, burflbu'll have to collect other 
‘hems «l6ng the' MM^home devices con be used directly 


by Ethen, while others must be handed over to tprhnr 
cal wizards such as Clutter. The range of items isimpre^ 
sive, too, from explosives to communications devices to 
cool hi-tech gizmos iike the night vision gobies. 


The AFS sends 
secure messages 
to teem members. 

A blinking light on 
the item selector 
indicetes en incom¬ 
ing message. 


To escepe from the 
submarine bese, 
you'll need these 
goggles to help you 
navigate in the dark 
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In any 3-L) game, the perspectives or camera angles play an important role. Unlike 
the first-person perspective of GoldenEye 007, Ml uses several variations of third- 
person perspectives When you're moving quickly, the camera gives a wide angle 

ucan 


View so that yo 

see where to go If ^ ^ 

you mow dmvlv, f 4 ^ 

the camera doses :n £ * 
to focus on your v 

immediate vicinity TAMING AIM. 

When you activate the close-up view for targeting and shooting, 
your character becomes transparent and a cross-hair appears 


ETHAN tS AbWAVS IN VIEW 















In Mission. Impossible, you don't have to shoot everyone 
In fact, doing so woulc probably be a bad idea since you'll 
need to conserve ammo and stay under cover You'll begin 
the first mission with a silenced 9mm pistol and one clip 
of bullets. More weapons can be picked up from fallen 
enemies, but don't expect to 
lind guns on all of them, or 
boxes o: ammo, either This J 

isn't Doom Stealth is better * 

than musr le in most cases. If *-j£^**v 

you have more than one ]r 1 * 1 ^' - 

weapon, vou can scroll U I 


uet 

BUTCimBTIC 


>• **“e fi* mt »on, 
The l«r Vi -tw, your 
c i* al jeclive is 
to ^iw up the 
pown i plant at « 
su- *arine base, In 


must met*' • ■ • -unf rr 
of secondare |Mrc« 
tives. In fa> i r • ou 
need lo-con suit the 
miss’**! objectives list frequently, because ojlty. objec¬ 
tives Jm added as the situation changes. While you're in 
the ffc4i. you can check the physical locatfott^tf^bjec- 
tives tour radar. Red dots indicate objectives whik 
green •% it»ark other team members. Communicant 
with otf»T?t yn members can also be an importan m* 
to determin* Hves and priorities. 


A't*t p u blow up the power 
plent, objective is to regroup 
with ers. It’s not over yet 


You've arrived at your - miration, you 

know your objectivs. », *d th*.- t. an is tw . > 

waiting for you to 4lt the impossible UiSHsuT .,***> 1 

The first objective * do locate the AFS II If 

communications d MU on the dodo, IB rnri II 

th*M return it to Jim 
i Phe fw tack at the 

i pier. the rdnr locator I ***$ 

I on-scree» .•till stirch for the I T 
iTiAh&k J whit avoiding or di* 

patching jnemy hKh 
„ uard Once 

you succ e id an'*** urn the device, 
you will be fried to Phelps for 
further t ons. 


Collect the AFS eni 
check theobtective* Mr 
A green messege mee«i 
success Once you’ve 
returned the unit, you’ll be 
in contact with Phelps. 


With the mission 
cleeriy in mind, 
you'll trech down 
the AFS using the 
reder. The hint 
messege helps you 
iocete the item 


M.VM 


NINTENDO POWER 















Although objectives may change on every operation, basic actions remain the same Your ability to L 
run, jump, walk, and crouch never changes The game also makes use of the analog Control Stick J 
^-• - to control your speed Besides physical movement, you will be V 

i asked to use gadgets. The item selector in the lower left part of 

I the screen allows you to scroll through all your gadgets and 
„ I weapons. You can also access a menu for viewing objectives, 

I the briefing, items and team member profiles. I 


Setting the detonator 


Ethan must navigate all 
sorts of terrain, so the 
ability to jump is vital 


G;ving Dowey the 
wire cutters 


wo matter how careful you are, 
t u won't -i able to avoid 
9*9* i hen yoa run out 

of you'll heve to use 
v# fiste. 


Not ell guards ere created 
equel Two shots will finish 
ott the greeniet, but the blue 
guards in this guardhouse con 
teke six hits apiece. 


Guards patrol the oucleer base 
while search lights roam the 
grounde If you step into the 
light, you'll trigger en alarm and 
bring guards ruaniag. 


Watch out for the true 
around the base. If fM 
their paths, you'll mo 
ecter from the mo r's 
before getting • 


Although there were limited missions included 
in our alpha version of Ml, we were impressed 
by the depth of game play. Like GoldenEye 007, 
Ml goes beyond the realm of 3-D shooters and 
delivers a much richer experience. The use of 
llritr d tsan. fAiwn>r.‘. iW iV v.vusli. 


also adds fo the thrill. As for fhe graphics, they 
may not be quite as polished as GoldenEye yef, 
but they are looking good. At its current rate of 
development, Ocean hopes fo have Mission: 
Impossible in the stores by May. We hope so, 
HA j. A> ;.iy 



























EVERYONE WANT! A PIECE OF WAR 10. IT TEEM) 
THAT SOMEONE If ALWAYS OUT TO STEAL HIS 
FORTUNE OR JUST RUIN HIS DAY. IN 
NINTENDO'S WARIO UNO II FOR CAME ROY, 
THE TEMPERAMENTAL HERO IS TERRORIZED, 
TRANSFORMED, AND TAKEN TO THE CLEAN¬ 
ERS. WILL HE FICHT RACK OR HOWL LIKE A 
KICKED DOC? THE ANSWER LIES JUST AHEAD. 


©1998 Nintendo 


Bad may be good, at least according 
to Wario, but good things rarely hap¬ 
pen to our bad boy no matter how 
bad he is In Wario Land II, Captain 
Syrup and her annoying friends have 
run off with Wario's treasure and left his castle in a fright¬ 
ful state, Nintendo Power has mapped out the basic route from 
Wario's place through 52 improbable stages to Syrup Castle. Along the 
way, every bad thing you can imagine will happen to Wario But even 
if Wario doesn't have a good time, you will 


CRAZY WARIO ZOMBIE WARIO 


When Wario meets some special enemies, he com¬ 
pletely loses control But although it may seem like a 
bad thing, Wario's transformations are usually good 
Somewhere in the stage will be a place that he can 
reach only in the transformed state Some of Wario's 
new personalities include Fat Wario, Flat Wario, Fiery Wario, 



The upside of Wario's insanity is 
that he can shoot down enemies 




Zombie Wario can fall between 
stones in the floor Sunlight 
cures him. 


Floating Wario and other forms like those shown at left. 



THE GREAT TREASURE HUNT 


In the Treasure Game, you have a few 
seconds to memonze the appearance of 
an enemy character, then you have to 
match it to one of the eight figures that 
briefly appear You can win back 50 of 
Wario's treasures 


The star symbol shows the entrance to a Treasure Game. 
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WARIO LAND II 


Warm slept soundly while his castle was burgled, but now the 
alarm clock is ringing and he can't find it anywhere \bur man 

m| sston is to turn off the clock You 

shuuld call'dWir u* lidtar v is'ioi 

& ^PPPPPH C0,ns ' as wgI1 Tr y bashing through all 
“ the walls 


The first chapter of Wario s desperate scramble to 
recover his treasure begins at home in his castle 
He must deal with the mess left behind by Captain 
Syrup's cronies Some of the monstrous misfits are 
still hanging around, too. 


BAT ATTACK! 

One bat drops a lead weight that 
flattens Warm, the other picks him 
up and steals coins 


The thieves left the water running in the castle and its 
filled up the lower floors Now Warm has to take a page 
from Mario's book and do some plumbing The first job is to 
turn off the faucet. He’ll have to swim in some areas and 
float on furniture in others. 
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The currents are too strong for Warm to swim 
forward but he can swim downward to reach 
these hidden coin chambers 
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How do you turn off the 
faucet 7 You can t twist the 
handle, so the next best thing 
is to charge into it from the 
side repeatedly 


Finish 


If T Tllf WATER OUT 

Conveniently, Warm's Castle has a dram Unfortunately, 
it's blocked by a stopper \bur ;ob is to uncork the castle 
and let the watar out Use the slide-and-roll move down the stairs to 
reach the stopper 






BUBBLE TROUBLE 

Only the big bubbles can carry you up 
through the current but if you hit o 
ledge they 1 il pop 
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CO DOWN TO THf CELLAR 

Before leaving the castlain search of the 
vandals, Wano heads down to the cellar to pick 
up more of his scattered com collection The big danger hera 
comes from above in the form of falling blocks, although tn some 
places being flat is better than being fat 





BATS IN THE 
BASEMENT 

These bats have nothing 
better to do all day than 
drop blocks Ifyouiumpona 
block, you can jump from the 
top to reach more coins 
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PUMPING UP 

Youll have to gain some thin 
out before you can make it 
through the door A drop of 
water or a bat can restore 
Warms shape 
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Flat Wario won't fall 
through the narrow 
hole, but you may 
want to explore 
what's hidden below 
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COIN HEAVEN 

Leave a stairway of blocks mtac t so 
you can hop up to reach the coins at 
thatop of this room 
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WARIO LAND II M 

DEFEAT THE 
CIANT f HAKE 


DROP THE 
ANCHOR 


Once you reach the bilge room, 
you’ll find tha anchor resting on 
the edge, ready to drop into the 
sea Give it a Wario rush and knock 
it over the side to stop the S S 
Tee Cup 


Six stomps on the head of the giant 
snaka will knock him out cold, but one 
bite will send Wario back to start the 
fight over Just stay clear of those fangs. 


1 1 ESCAPE FROM 
' THE WOOD? 

Wano battles penguins with insanity 
bombs, little fire-breathing dragons and 

G lenty of obstacles in the woods 
Jckily, its a short trip and you’ll soon 
be aboard the S.S TaaCup 


It's yo, ho, ho and a bottle of scum for Wario when he takes to sea 
in pursuit of Captain Syrup But before Wario drops anchor, hell 
have to catch a chicken and work his way through the mysterious 
woods Once aboard the Tea Cup, Wario must stop the ship and 
defeat a mad gull 


4a 

y + r RETURN THE HEN 
V TO HER NEST 

To reach the hen you'll have to slida 
and roll through the low passage and 
use spiked beetles to break the 
blocks Gnca you find her, carry her or 
follow her back to the nast 


|i CET INTHE 
CUR 

Getting aboard the good ship Tea Cup 
isn’t as easy as it sounds Vbu’ll hsve to 
swim through caves, then hop onto the 
backs of flying gulls, and finally evade 
hungry eels. 



DEFEAT 
XSf, DODO 

When Bobo takes 3 hit on the head, he 
gets so upset that he causes e strong 
wind to blow up from below To avoid 
being blown out of tha stage, just push 
downward to resist the wind 
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BAD COINS 

Werio loves coins, but avoid 
the coins stamped with the 
letter "U " They will carry 
you away from your course 
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Captain Syrup and her henchcritters escape in a balloon, 
and Wario is forced to follow by hitching a ride with an 
owl. When you reach the woods, you'll find thickets 
of thorns, lakes full of 


CET TO MATE WOOD* 

The only way to cross the sea is in the clutches of an owl Hit 
the owl and then jump up so it grabs Wano You can steer the 
owl, but it's tricky smca it nevar stops and you heve to keep correcting 
your course The enemy birds won't hurt the owl, but one hit on Wario 
sends him falling into the water 


nasty fish and lots of 
creeping creatures 


DEFEAT THE CIANT SPEAR MAN 


You'll be deep in the forest now, so you'll have to use some 
woodcraft. That includes using the fire dragon to burst through 
fire blocks and ndmg on the backs of turtles. When you need to reach a 
high ledge, jump from on top off an overturned enemy. 



HIDDEN HOLES 

Watch out for the hidden holes The 
groups of coins and gaps between the 
trees indicate the locations of holes 
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WARiO LAND II 


Carry the fire dragon to 
the upper ledge before 
igniting Wario and break 
through the wall 


Keep stomping on Spear 
Guys head or drop on him 
from above Wane has 
nothing to fear 


I This area is a test of your owl-piloting skills One touch of a 
thorn and Wario will drop to the forest floor and you won’t 
reach the exit In addition to thorns, you’ll encounter bad birds that try to 
dive -bomb Wario 
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Ride the turtles, smash the blocks, hop on baddies and 
collect coins One new enemy blows Wario up like a 
balloon In the final area with the exit door, you need to 
slide and roll, then jump in ball form to reach the blocks 
and break through to the door 
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Finish 


GAME BOY 
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DEFEAT Tilt 
CIANT DEE 

Hop on the giant bee's head then prepara 
for the wee bees that pop out of the 
two honeycombs Htt the small bees 
from the side or top, but don't let them 
sting wanos head 






FTOP THAT 
TRAIN! 


The key to getting through the train 
is to reach the roof and explore every 
hole that drops back into the train. 


UP ON THE 
* ROOFTOP!! 

Jump from ledge to ledge while 
avoiding the bottles that come 
winging out of the windows 
Remember to go inside, too 


DOWN IN THE 
CELLAR 


The many Syrup chef s in this area may 
have fattening cake, but that's just what 
Wano needs to reach the basement 


ANYONE 
FOR 

' R-BALL? 

Hop on the rabbit, then stand 
to the nght of the basket as 
shown in the screen shot and 
shoot Three hoops win it all 


ESCAPE FROM 
' THE FACTORY 

Explore each area of the factory with 
the switches thrown both ways and 
you'll find all the hidden secrets. 


CET TO THE CASTLE 

* To make this cruise by turtle 
extra special, Captain Syrup 
has put spikes along the route Keep 
your head low and watch your jumps 
You'll also travel by owl, and you'll have 
a chance to find some hidden com rooms 


The final and longest area takes you 
nnd through Captain Syrup's castle. Wario 
must deal with mazes, enemies, ghosts and ducks, not to 
mention the captain herself You'll need to use all the skills 
you've mastered up to this point, and more, if you hope to 
recover the treasure. 


0* 


The town level has more variety than the rest of the levels put together, 
but it isn't very hard to find your way through it In the building areas, 
keep heading up and look for open windows. In the factory, throw 
switches to reverse the conveyor belts And in the end, play ball like 
you've never played before. 
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WARIO LAND II 
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Some new enemies like Pogo Guy show up in the castle to 
give Wano a warm welcome Expect lots of jumps and 
breakthroughs You'll also meet ghosts for the first time. 
To recover from being Zombie Wario, 
step into the shafts of light 


When you transform into 
Tiny Wano, you actually 
can jump higher Use this 
trick to reach all the coins 
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The mice are the key here 
Carry one up to the top 
hall andjump off it to get 
over the obstruction * 


| */ DEEEAT POUR DUCKS 

f Four ducks in four rooms hold the key to progressing 
farther in tha castle Wane's mission is to defeat 
each of the four, mighty fowl A switch room m the middle of the 
staircase gives you access to all four rooms When you defeat 
the fourth duck, you'll warp automatically to the next stage. 


FIND THE HIDDEN DOOR 

The only way to find the hidden passages is to smash 
into walls, throw enemies at blocks, and stomp In the 
first area, you'll have to smash through the columns In the final 
area, the brick walls contain a maze of passages The maps on 
these two pages show all the secret passages after they've been 
opened If you see a wail where there’s a passage on the map, hit it. 
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DUCK ON A WIRE 

You must topple the duck from above 
Drop down through the holes and hit the 
duck on its head Keep doing this until the 
duck falls off the wire 
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THE FINAL BATTLE 


r Captain Syrup hovers 
overhead in a weird fly¬ 
ing contraption while she drops burn¬ 
ing beetles on Wano At the same 
t-rne, columns of fire shoot up from 
the floor Use the beetles to nit Syrup, 
then, when they become explosive, 
throw them into the fire 


WARIO LAND II 


REACHING THE 
HEIGHTS 

After stomping Poqo Guy, carry 
him up to the middle ledge, then 
have him bounce you to the top 
where you can get the coins 




PUZZLING PICS 


Every time you win a piece of the puz 
zle in the number identification game, 
it fills in one piece of a larger picture 
You'll have to go to all 52 stages to fill 
m every piece of the puzzle 
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With this strategic review you should be able to reach the 
end of Wario Land II, but there are other routes you can take 
Some of the special routes pass through just a few stages 
You can even go straight from the One Noisy Morning 
stage to the Invade Wario Castle stage Future issues 
of Power will cover the special routes. For now, just 
have fun being bad 


The treasure map shows 
the route you took to recov¬ 
er your treasure, but it does¬ 
n't show the routes you did¬ 
n't take. Keep looking 


GAME BOY 













































































► CHflniELEOn TIHIST 





UJHflT S THE BEST EUflV TD CRUSH LI2HHD KElflG? 


.-■-*.■ 4 . 


I izard Kong is ihe king of Jungle 
Land To defeat this boulder-toss¬ 
ing, chunky monkey, avoid the 
rocks he throws at you and use your 
tongue to grab the butterflies flying at 
your head As Lizard Kong raises his 
arms and pounds his fists against his 
chest, shoot the butterflies. If you hit 
Lizard Kong, hell stumble backward. 
Keep dodging and shooting until you've 
pushed Lizard Kong into the pit 




Thu blue butterflies in this stage will hurt you 
if you bump into them G r ab them with your 
tongue and shoot them at Lizard Kong 


Shoot the butterflies when Kong pounds 
his fists against his chest Keep shooting 
until he falls backward into the pit 
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HO III DO I SQUASH QUEEU RUT? 



Q ueen Ant reigns over all of Ant 
Land, and if you're not careful, 
you'll end up as her court jester 
The purple monarch will spin around 
the royal chamber and order several 
ants to attack you Maintain your dis¬ 


tance from the queen, then shoot your 
tongue at the post in the center of the 
room Swing around the post to trip the 
queen, then quickly grab the ants with 
your tongue and shoot them at the 
Queen Ant before she gets back up 


Move away from the queen and wait for 
her to continue the battle As long as 
you keep some space between you and 
her royal highness, you should be able 
to survive long enough to hit her five 
times and defeat her 



Move away from her highness when she jumps 
about and orders her warriors to attack. 


NINTENDO POWER 




Shoot your tongue at the post m the center of 
the room, then swing around and trip the queea 


Grab an ant with your tongue and shoot it at the 
fallen Queen She'll surrender after five hits. 


















































► flERDFIGHTERS ASSAULT 


15 THERE AH EASY HJflY TO BLAST BRZEEL? 


Y es. First, don't waste time blasting the 
small tanks—in the desert, just elimi¬ 
nate the ones around Bazeel There 
are two ways to attack the giant tank You 
can stay above 600 meters and dodge the 
tank's fire, or you can fly up behind Jt, very 
low to the ground, and use your special 
weapons on the tank's weak rear armor 
Either way, if you're fast enough to destroy 
the tank in daylight you'll move on to the 
Shuttle Defense Bonus Stage 



if you stay above 600 meters, you‘11 be able to 
dodge most of Breed's anti-aircraft guns 



Fly low to the ground and use your special 
weapon on the tank's weak rear armor 



Krakken will surface after you sink Leviathan 
Blast thehelicopters before you attack 


0 — 

I eviathan is actually one of 
two submarine dreadnoughts 
patrolling the Pacific Ocean Its 
sister ship, Krakken, surfaces a few sec 
onds after you sink Leviathan Before 
you engage the Leviathan, stay high 
and destroy the fleet's fighter support 
The enemy fighters in this stage are 
capable of inflicting more damage than 
surface defenses Start your attack run 
from a high altitude over Leviathan, 
then dive down, targeting the ship's 
weak spots with your special weapon. 
After you fire your weapons, quickly 
pull up to avoid the anti-aircraft fire 
from the surrounding fleet You proba¬ 


bly won't have any special weapons 
left for Krakken, so keep repeating your 
dive bombing attack using your mam 
weapon and take out the helicopters 


surrounding the ship If you score more 
than 1,700,000 before you sink 
Krakken, you'll earn a trip to the Air 
Landing Bonus Stage 



i keep RunninG out of time in the fortress strgei 
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Y ou'll have a scant 900 seconds to 
demolish the fortress before the 
enemy activates it's Super 
Weapon Since you're on a tight time - 
table, you should take a moment to pri¬ 
oritize your targets before you start the 
mission The first thing you should do 
is locate and destroy the four force 
field generators You'll find one in each 
corner of the mission area. Destroying 
the force fields allows your wmgmen to 
attack the fortress defenses. Your sec¬ 
ond target should be the guns around 
the fortress, but don't try to eliminate 
every strong point-the Super Weapon 
will automatically fire if the enemy's 


air defense network goes down Save 
your special weapon for the third and 
final target, the mam fortress After you 
deplete your special weapon, switch to 
your main weapons and continue 


Destroy the four Fortress force field genera- 
tors located at the corners of the mission area 


attacking the fortress until it's 
destroyed If you've completed the Air 
Landing and Shuttle Defense stages, 
you'll be able to fly on to the Goliath 
Defense Bonus Stage. 


Save your special weapon for the fortress, 
then finish the job with your main weapon 
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► DIDD¥ KOnG RHCinC 
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HOIU DO I GET TD THE SPACE COURSES AI1D OPEI1 T.T.’S DOOR? 


*■ 


Y ou're asking about Future Fun Land, 
an advanced stage in the game You'll 
have to have all four Gold Trophies 
and beat Wizpig to get there If you do, 
drive up to the the trophy sign on the beach 
Once you get there, you'll probably want to 
know what it takes to open the TT Time 
Trial Door To get inside, you'll need to have 
all 47 Balloons and the four pieces of the 
T.T Amulet I here are no warps or tricks for 
reaching these areas, so start racing’ 




Bronze and silver prizes won t get you into 
Future Fun Land—you need four Gold Trophies 


To get insideTT's Door, you need 47 Balloons 
and all four pieces of the TT Amulet 





S herbet Island's key is located on the 
Crescent Island course You'll find it 
in the water a little way past the 
starting line From the start, stay to the 



Crescent Island^ waterv course is where you 'll 
need to look to find the Sherbet Island key 



left when the track splits and drive along 
the water After a short distance, the land 
veers to the right, but you want to con¬ 
tinue your heading straight out into the 


After you start, stay left and follow the water 
Ybu"ll get your wheels wet on the beach 


water Keep the coast on your right and 
you'll float past a small alcove carved 
out by the surf Put on the brakes and 
look inside the alcove for the key 



Keep going straight, keeping the land on your 
right and you'll spot this alcove and the key 









D ragon Forest's key is in the Boulder 
Canyon course To get the key, you 
need to ring the bell to raise the 
drawbridge, then race up the bridge to 
find the key on a platform From the start¬ 


ing line, follow the road to the first bridge, 
then cross it and collect the three Blue 
Balloons Turn around and drive back to 
the bridge and bang the bell with your 
vehicle. Once the bridge is raised, press 


the Z Button to use your balloons and 
shoot toward the bridge deck If your tim¬ 
ing is right, your vehicle will go up the 
steep ramp and you'll find the key on a 
slanted platform near the top of the wall 



Before you ring the beii on the drawbndge, drive 
over and pick up the three Blue Balloons 


You must ring the bell to raise the drawbridge 
Gently nudge the bell with your vehicle 


After the bridge is raised, press the Z Button to 
blast up the ramp to the key on this platform 
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► DOMEY KORG LMD 


UIHflT IS TlItlE RTTRCK IRDDE? 



S sshh 1 Gt'ez, just blab about it to 
everyone 1 Time Attack Mode is a 
secret game mode not even men¬ 
tioned in the DKL3 instruction manual 
It's a racing game where players can 
shoot for fast times by running, rolling 
and pouncing through twelve different 
stages To reach Time Attack mode, 
you'll need to find all the DK Coins and 
Clocks in the game Once you have the 
goods, lime Attack will appear on your 
game's main menu 
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CAME 


You'll need to get all the DK Coins and Clocks 
to play DKL3£ Time Attack Mode 


Time Attack Mode lets players try for the 
fastest times on twelve different stages 



HOD DO I FILLET BflRBBS IH CAPE CQDSHJflLLDP? 




B arbos is the head clam in Barbos 
Bastion, the last stage you'll find in 
Cape Codswallop When you begin 
the battle, Barbos will shoot a I urchin at 
you. Wait for the I urchin to stop chasing 


you, then wait for it to open. As the 
lurchin opens, jab it with your nose to 
send it careening back at Barbos. This will 
aggravate the giant clam and he'll shoot a 
wave of three I urchins out at you If you 


can swim directly above Barbos, you'll 
find a safe spot. Wait for the lurchins to 
pass, then move out and jab the next 
lurchin back at Barbos He'll surrender if 
you hit him three times 



Wait for this solitary lurchin to slow and 
open, then bounce it back into Barbos 



Vbu'll find a safe spot directly above Barbos Hide Barbos will flee his underwater hideout after 

here when he shoots three lurchins out at you you bounce three lurchins off his tough hide 
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In the USE Call: 
1-90Q-20B-D70? 

($150 per minuta Gaiters under 13 
need parental permission to call) 
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In Canada Call: 
1-900^51-^00 

(52 00 per minute toilers urxter 18 
need parental permission tocsll) 
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0: Heyi The steering's too sensitive I'm all 
over the raadl 

fl: Select "Semi Analog an the Controller 
Options Menu 

0: How do I get the Reverse Tracks’ 
fl: Win the Championship on Expert level 

Q: How many extra cars are m the game’ 
A: Six. 


mJ.- 


miSCHIEF mflKERS 


0: How come I keep losing my 6cm when I 
exit the level’ 

fl: Don't pause and exit the level You need to 
exit through a Blue Exit Star. 

0: WhatdothegradesAthroughDmean’ 

fl: The higher the grade, the faster you com¬ 
pleted the level. There's even an "S" grade 
for super-fast! 


JL 


liFL QUARTERBACK CLUB '98 


Q: Which 1998 team is the best in the game? 

fl: The Green Bay Packers 

Q: Why isn't my best playor in the Season 
Leader stats'? 

A: You substituted him and put him in a posi¬ 
tion that he doesn't play in real life The 
game tracks the players only according to 
the positions that they play 
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Welcome to the 1997 Nintendo Power Award nominations, where you, our 
readers, tell us what you think were the best and brightest games of 1997. 
Check each category, mark your choices on your Player's Poll card and send it 
in. We'll announce the winners in our May issue. If you vote, you'll also be 
entered into the Player's Poll contest automatically, so you could win big, too! 


A BESt GRAPHICS ] 

Textured polygons are becoming the norm 
rather than the exception, and more and more 
games are featuring full 3-D environments. 
Technology doesn't mean a thing, though, 
if there’s no creativity and artistry to back it 
up. In your opinion, which of these titles 
represents the best combination of art 
and science? 

1. Dlddy Kong Racing 

2. FIFA Road to the World Cup '98 

S. GoldenSye 00? 

4. NFL Quarterback Club '98 

5. San Francisco Rush 

6. Star Fox 64 

7. Top Gear Rally 

8. Turok: Dinosaur Hunter 



nm 


FIFA Road to the World Cup ’98 


B BESt sovnp 

What would your games be like without the 
low rumble of a car's engine, the excited 
cheers of a sell-out crowd or the sharp crack 
of enemy gunfire? Pretty boring, actually. 
Sound effects and music combine with a 
game's graphics to draw you into the action 
and create an interactive experience unlike 
any other. 

1. Clayflghter 63% 

2. Diddy Kong Racing 

3. Extreme-G 

4- FIFA Road to the World Cup J 98 

5. GoldenEye 007 

6. Star Fox 64 
7- Tetrisphere 

8. Turok: Dinosaur Hunter 
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Tamagotcro 


Tetnsphere 


Harvest Moon 


FIFA Road to the 
World Cup 98 


Mortal Kombat Mythologies 


BESt St© ay 


Whether it's a best-selling book, a blockbuster 
movie or the latest hit video game, everybody 
loves a good story. If you're looking for drama, 
suspense, humor and, yes, even a little 
romance, these titles won't disappoint. 

1. Blast Carps 

2. GeldenBye 007 

3. Harvest Moat 

4. Mischief Makers 

5. Mortal Kombat Mythologies 

6. Star Fox 64 

7. Turok: Dfeosaur Henter 


D most mnovntivE 


m* Nils 4 
MfcpiiHC* n 


The one constant in video games is that noth¬ 
ing ever stays the same for long. Fans and 
developers alike arc always looking for the 
next big thing in technology, concept and 
design. But docs "new" or. "different" neces¬ 
sarily mean "good"? That's up to you to decide. 

1. Blast Corps 

2. Diddy Kong Racing 

3. FIFA Road to the World Cep 'SB 

4. GeldceBye 007 

5. Harvest Meon 


7. Tetrlsphere 


W BESt CMQLLEnGE 

‘■’••eo " • *o 'e"'s"' ‘ration 

and then there's frustration. What's the dif¬ 
ference? In the first case, you'll give a game 
"just one more try"—a couple of hundred 
times. In the second case, the Came Pak 
ends up being a mighty fine coaster for your 
cocoa. Rest assured that these nominees 
are frustrating, but only in the best 
possible way I 

1. Aero Fighters Assault 

2. Blast Corps 

3. Diddy Kong Racing 

4. Doke Nekem 64 

5. F-1 Pole Position 

6. GoldeeSye 007 

7. Top Gear Rally 

8. Turok: Dinosaur Hunter 
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Extreme G 
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F-lPoie Position 


Multi Racing 


Chanpionshi 


Star Pox 64 


Madden 64 


NBA Hangtime 




Ha's rlcht 
Wiltti you 


There are nu second stringers in the lineup, so 
you know the competition is going to be very 
fierce. These games have many impressive inno¬ 
vations and entertaining features, but only one of 
them Will take home the gold? 

1. FIFA Road to the Worid Cup *98 

2. International Superstar 


3. Madden 64 

4. NBA Hanctime 

5. NFL Quarterback Club *98 

6. the NHLPA A NHL Present Wayne 
Gretzky's 3-0 Hockey *98 


NINTENDO POWER 


4k 


V ... r 


| Automoblli Lamborghini_ 














Automobrli Lamborghini 


Extreme G 


NINT ENDO^ 

=POWEH 

4WAftOS*w==F 

i BESt PAR£Y GAmE 
sinCE TUJIStER 

ga ' *** , • «*•» »*• 

ter when you have another human or three a» 
opponents. Which one of these multiplayer 
faves had you and your friends screaming, 
laughing and crying all at the same time? 

1. Bombtvman 64 

2. Ciayflghtor 63% 

3. Diddy Koag Racing 

4. Go Id only* 007 

5. Mario Kart 64 


J COOLESt RIDE 

Let us guess. The license plate holder on your 
1978 Plymouth Horizon says, "My other car is 
a (insert the name of some run-of-the-mill 
sports car here)." 1 Yeah, but what would the 
gang say if you showed up at the local Kwik-E- 
Mart in one of these beauties? 

1. J-Romb robot (Blast Corps) 

2. Lamborghlol Diablo 
(Automoblli Lamborghlol) 

3. Land master tank (Star Pox 64) 

4. Milk track (Top Gear Rally) 

5. Rocket cycles (lxtremo-G) 

6. Rossian tank (GoldooCye 007) 

7. Vlpor sports car 
(San Francisco Rush) 

8. X-29A fighter 

(Aero Fighters Assault) 


6. Star Pox 64 

7. WCW Vs. NWO: World TO or 

8. Wheel of Fortuoo 



Wheel ot Fortune 


$3000 


□rranrats 


■ the CRJAtiVE 

1 CNAOSAWARP 




AeroFiqhters Assault 


We love a good explosion as much as the next 
bunch of crazed action/adventure fans, and 
these are the scenes of inspired mayhem 
that made us stand up and fake notice in 1997. 
Now you can tell us which one of them lit 
your fire. 

1. Blowing op tho Facility 
(GoldeoEyo 007) 

2. Destroy log Tokyo Tower 
(AeroFIghters Assault) 

3. Saucarer destroying Katina baso 
(Star Fox 64) 

4. Crashing your car 
(San Francisco Rosh) 

5. Knocking downs buildings 
(■last Corps) 

6. Using Dio Chronosceptcr (Torok) 
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Top Gear Rally 


GoldenEyeOO/ 


( M .& 


W * f 1 Hi 

NFL Quarterback Club '98 


Mace The Dark Age 


GoldenEye 007 


WCWvs NWO World Tour 


THE GOLDEn 
RUMBLE PAI^_ 


If a game is designed and programmed to use 
the Rumble Pak properly, you'll not only be 
able to sec and hear the action on screen, 
you'll be able to feel it as well. These are the 
games that registered big on our Richter scale. 

1. Automobill Lamborghini 

2. Dlddy Kong Racing 

3. GoldenEye 007 

4. Multi Rad eg Champleeshlp 

5. San Prandsca Rush 

6. Star Fox 64 

7. Top Goar Rally 

8. WCW vs. NWO: World Toor 


COOLESt CODE 
ORJTRjCK^ 


Whether you're looking for serious game play 
help or simply a bit of fun, codes can make a 
bad game tolerable and make a good game 
even better. Which type of code or trick do 
you prefer? 

1. Tfio Rig Cheat 
(Turok: Dioosaur H outer) 

2. Helmet Car (Dap Gear Radiy) 

3. Ned the Janitor 
(Mace: The Dark Age) 

4. No Radar (GoldenEye 007) 

5. Star Quarterbacks 

(NFL Quarterback Club '98) 

C. Zap the Zippers 
(Dlddy Koeg Racing) 


Tb’ • *r's nominees for !► Hero or Heroine 
include such perennial favorites as Mario and 
Fox McCloud. We can't wait to see how these 
video game veterans fare against the like* of 
Pipsy, Turok and a certain British secret agent. 

1. Bomberman (Romfaennau 64) 

2. Boogerman (Clayflghter 63%) 

3. Fox McClood (Star Fox 64) 

4. James Boed/007 
(GoldooEyo 007) 

5. Mariea LHoyoars 
(Mischief Makers) 

6. Mario (Mario Kart 64) 

7. Pipsy (Dlddy Koeg Radog) 

8. Itarok (Turok: Dinosaur Honter) 


NINTENDO POWER 








Clayfighter 631/3 


GoldenEve 007 


T-f** 

NINTENDO 


SWARDS 


WOR§t VILLAin 


ORJVEAPOn 


The rate for Worst Villain of 1997 also promises to be 
very dose and very Interesting. The list of nominees 
has everything from a mutant cyborg to a two-faced 
terrorist to an extraterrestrial pig. We won't be taking 
any bets on this one! 

1. And rose (Star Pox 64) 

2. Ttin Campaigner 
(Turok: Dinosaur Himter) 

3. Dr. Klin (Clayfightnr 63%) 

4. Janns/006 (GoldcnEye 007) 

5. Ktrax (Hexen) 

6. Moth nr Demen (Doom 64) 

7. Wlsplg (Dlddy Kong Racing) 


Will you vote for something cool and sophisticated 
like the Golden Gun, or would you rather go for the 
intimidation factor and stuff a quad rocket launcher 
in your holster? This list of gadgets and weapons 
would make even Q himself green with envy. 

1. The Flesh Onn (Doom 64) 

2. ink Arrows (Turok: Dinosaur Hnntor) 

S. Thn Gnldnn Gnn (GoldnnSyo 007) 

4. Qnad rocket launcher 
(Turak: Dlnosnnr Hnnter) 

5. Thn Shrinker (Dnkn Nnkem 64) 

6. Snipnr rifle (Geldenlye 007) 

7. WraHhverge Staff (Hnxan) 


tne itiorj AnnoYinc 

THAn THE SPiCE 

gIrls award 


P THE GOLDEn 
[ BAnPAGE AWARP 


Okay, admit it. Sometimes you make little noises to 
go along with the action on screen. And maybe you'll 
wince and say, "Oooo!" when someone pulls off a 
good move or attack. And sometimes, well, you just 
gotta scream, "Aaaahh-ow-oww! Now THAT 
was GOOD!" 

4. Boognrman's Flaming Fart ClaytalHy ‘ 
(Clayfightnr 63%) 

2. Thn Executienei's Axe Hook attack 
(Man: Thn Dark Agn) 

3. The Giant’s Choke Slam attack 
(WON vs. IttWO: Wnrid Tonr) 

4. Thn "groin smash" attack 
(WCW vs. NWO: World Tour) 

5. Great's Ragdoll Throw nttack 
(War Gods) 

6. Head shots (Goldnnlye 007) 

7. Morphia's Spinning Bladn attack 
(Dark Rift) 


What could possibly have been more annoying in 

1997 than the Spice Girls, you ask? Take a look at the 

list of features and phrases that made us cringe and 

you tell us. 

1. "Fox, get this gny off mel" 

(Slippy, Star Fox 64) 

2. "I’m coming In-hot!" 

(Glenda, AeroFighters Assault) 

3. "Oh-ow-ow-ow-owl" 

(Toad, Marin Kart 64) 

4. "Ity snmethlng nlsnl" 

(dlspntchnr, Blast Cerps) 

5. Most evnrythlng Jnhn Maddnn says 
(Maddnn 64) 

6. Having your car roll over and over and 
ovnr and over (flop Gear Rally) 

7. Dnnnis Redman always making 3-point 
shots from the corner (MBA Hangtlmn) 
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Even we were surprised to see the Super NES come back 
for one more title fight in this year's Nintendo Power 
Awards. Though the field of competitors was pretty small, 
we felt it was only right to recognize the best of 1997's 16- 
bit games. If you haven't taken some of these games for a 
spin, perhaps you should. 


The Game Boy continues to amaze everyone with its: 
longevity, thriving far past the time th it most video game 
t yst would have ended up in a corner of thd closet or 
used as cannon fodder in backyard war games. P jrhaps the 
continuing sales success of the hardware has something to 
do with the quality of the software. Though the dassic 



Kirby's Dream Land III 


Harvest Moon 




Ken Griffey Jr Presents 
MaiorLeaque Baseball 


Arkanoid: Doh It Again 


The Lost Vikings 2 


FIFA floaa to the World Cup '98 


Mole Mania 


Brunswick World 


Donkey Kong Land 3 


Tetris Plus 


Playet's Choice games weren't eligible for nomination, we 
think you'll like this crop of new titles just fine. 

1. Donkey Kong Land 3 

2. FIFA Road to the World 
Cup J 98 

3. Ken Griffey Jr. Presents: 
Major League Baseball 

4. Mole Mania 

5. Tamagotchi 

6. Tetris Plus 


1. Arkanoid: Doh It Again 

2. Brunswick World 
Tournament of Champions 

3. Harvest Moon 

4. Kirby's Dream Land III 

5. The Lost Vikings 2 

























































Diddy Kong Racing 


FJFARoad to World 
Cup '98 


Mario Kart 64 


U BESt 1164 GAME 


The N64 has emerged as the premiere video game plat¬ 
form on the market today, due in large part to the 
strength of its games. If there's any doubt, just check out 
our list of nominees for Best N64 Came of 1997. Luckily 
for us, available technology is finally catching up with 
our fervid imaginations, and if these games are any indi¬ 
cation, from here on, the sky's the limit! 

1. Diddy Kong Racing 

2. FIFA Road to World Cup J 98 

3. GoldenEye 007 

4. Mario Kart 64 

5. San Francisco Rush 

6. Star Fox 64 

7. Trirok: Dinosaur Hunter 

8. WCW Vs. NWO: World Tour 



1 Winner 


AN N64 SYSTEM 

WITH 

4 N64 Controllers 

4 Controller Paks 
L 4 Rumble Paks 
i . 10 N64 Games 



Official Contest Kilter 

No purchase necessary To «m«r, Hither fill o«l lt»e Htayert Poll rospiMM* card or print » 
name, address, telephone number, Vd fCMml III©afWWtfloihMriMaiMatfni mt plum 
W * 5" card. Mail your entry to tM*address- 

Nintendo Power 
Player's Poll Vol 106 
PO Box 870b 2 
Redmond. WA 98073-9762 

Cteo entry per person, ptease. All entries nrtrot be postmarked no later thsp April % « W* it* 
oot responsible for test or misdirected mail On or shout April 15, 1998, wiener* will hi rmuMf 
drear* from among ell nligible entries. By accoptfng their prii«, winner* csAtMt lo the IMS at 
then names, phntoflrophs.or other likeness* for the purpose ol edmttstmeiTli w promotions 
oo behdl ol •Nintendo Power* magozinr ond Nintendo of America Inc. (NOA) without lurtker 
compensation Prizes m limited to one per household. Chances of winning am determined by (tie 
rnlal number o! entries reserved. The ratio of print to entry carde ffetrrbutnd rs 761,000,011) 

No sobsMulion of prize* a permitted. All pruea will be awarded Actual flames awarded am 
subject to availability To reserw a Cat of winners, send your reqosst to the address above after 
April 311936. 

Grand Prize The Grand Prize Winner wiH retro* M N64 syetara with four N64 controllers, four 
CoainOcr Peks. four ftuntble Pehe, and too N94 gamos. The winner mini provide e written 
rnteaso tn NOA. Estimated vole* of all prizes rs $ 3,000 Snrue restrict© ns apply. Valid only m th# ' 
If S ond Conaria. Void where prohibited by tew Not valid in Quebec. Not opeu to employees of 
NOA, rte ofldiates, egencce, or tbeir iramodkite families. This contest rs eebfict to §11 fedoral, 
eteto.omllocel laws andiegolotions. 
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1998 Konanit 


K on am I presents .uu*her ttvepv sneak inside 
Castle and,- as v\ ilh^cAfter C*s|Jcvania 
scrolling action h tulfof*umlMe|l 

ami other thirg* 

» j night- 

big news is that (hr* ^^^B 
v*iu’(l play as vativ /^B 

-killer Sonia Belmont. /^B 

ted with the trade- 
k Belmont whip and ' 

considerable wiles, KHKHBrj 
• out In drop Dracuh I HJH ^^^B I 
its own dungeon. I Kfej I 

itesisie* the whip, ton ran I I 

also gather Soul Weapons. I k^JI BBH I 
After deuating lhe guaedran or ■ |JJ||jB 
each level .and upgrade them >-■+ — - ^ 

using special items. You'll have to leam to use your pow¬ 
ers well—inside this castle things can quickly go from 
1 bat...to worse. 


UEGEND 


The release of Castlcvania 
Legends is quite a mile¬ 
stone, marking the tenth 
anniversary of the series. 
While Konami has 
allowed for advances in 
graphics and sound over 
the years, its successful 
blend of horror and 
action has remained 
largely unchanged. The 
one significant develop¬ 
ment for Castlevania 
Legends is having a 
female in the lead role. 
It's nice to sec that the 
Bel moots have at least 
one heroine in their ranks! 































Make your way through the for¬ 
est and graveyard to the castle, 
grabbing the Axo along the way. 


Tills final level serves up your 
greatest challenge You must 
solve sacrats and defeat Dracula. 


Having entered the castle, you 
must battle through libraries and 
dining rooms to climb the tower. 


Battle through elegant halls to 
reach Aiucard, Dracula's son, and 
be sure to pick up Holy Water 


Shinny up chains and over gears 
to gam the Dagger and access the 
upper levels. 


P0WER-UPS 


i W U 

'th# injuftwClfris aJflfr 
jiWiM «nck Each five 
Mis t.«* ar four piecai’ 
ami they Mtthe s, ot whfd 
IpStf're low on 
and Read i pick*me-u 
S. arcktbeei aut when yea 
need ia***«nsrsy 


ncdru 

§Sa cf» ! fimfMarts mMmoiitlti tM 

candles yau com. to Celtattinr 
wtrlte in bs y ft. mteM 
’the pea of yir Soul Weapans. You 
•VKhTliuntin ? to build yauwsollactwn 
at marks as you prosi ass, but if 
f you're defeated, you’ll haw to *#$> 
again from scratch 


TMiMljis hidden :i candlafap* 

axtr i lives, s«. it's wirth the. trouble' 
t&rfo jut jf ye _ way tc >ck find t 
Jdumf *ch level has itiaaaton* 


STAGES & SPECIAL 1+EmS 


cart yiUy i aai vinta 
&>nd|ar*f Mr light. Ir Standard, 
to is staff With a fftand ird 
TS&rV.^burWip up t <fiy i.<illcct1hj*ht ir+vto^wwed-tfp 
l mode. yafljf^efW "with '» whVtb*< v f frirtidv poiMM* 


m©DtS 

























































Dp-, u p |-|ip (iP3llp||3Pf| You begin outside, 'hunting though bat-ridden graveyards and 
III QVG UIG Ul U Gyul U tom jj S to ge , , 0 ^g cas {| e . Make sure you get the Axe before 

you go on, and keep recharging' with pieces of Meat Try crouching to zap meames on the ground, 
and remember that hearts and other items (like Meat) will disappear if you don't grab them in time 




Thit area is hif sstad with 
4 iats. Thty’ll fly for tha 
di ck of your haad, so turn 
around and whip whan 
thay'ra in rings or laap 
and hit tham in flight 


This is anothar whito-cmt Jla trap, so danY lira at tha slug an?. acch 
dantally land in a hiddan raom. If v >u do gat trapp: 3, crouch undar a 

— rock whart tha zombias can't t <uch you. 


whit candle or you'll 
fall down a trap dtor 

|SS£]p?? 4 craw 0 zonv 

crauch air iar a pi at- 
form and f irt away until you hit tan or so 
and gat fraad. 


Ka carafulf Tha two piktmon on 
tha lava! above will fall and 
attack you. (You can saa thair 
fast.) Stand whsra tl i sacor 
bit is hanging to avoid tham. 


f This gargoyle 

ise't medo of »■? 

™ atoec! Watch his ; JHi 

patter#cerefally: SS&JSSjLsjit: 
§§*£ he steys et top 

* £•; and flops, swoops down to attack, than 
v ^ toys low at head- level. When he% low, 

B jump aad whip as many times os possible, 
aboat throe, but doo’t get hit whan ha takes 
off again. 


NINTENDO POWER 
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r ynlflPP thp PnmrinrQ ^ nce you enter castle, you'll encounter a wbo*e new s ct 
Y oi f enemres, the strangest of whrch are the floating skulls 

They move only when you face away, $q turn your back to bring thenywithm firing range, turn 
around to stop them, then leap and whip them down Be sure to pick up the Pocket Watch before 


LEGENDS 


E You o jil t luiill* 

to the lodge to 
not iho Mo*.it 
unless you 
Y® ur Burning 

{ ioww here, 
teneously, 

turn godlike, end charge up the 
hill end through the pile of bones 
for your treat 


The bridge collapses as you 
cross it, which won't he a 
problem as long as you've 
already picked up the 
Pocket Watch The candles 
here aren't valuable, so 
cruise across and let the 
planks lell or carefully grab 
the candles as you go, mak¬ 
ing sure to stey ahead as 
the bridge falls down. 


Tha Death Dragon is a fiery fee, 
but his attack follows a pro 
dictohlo pattern. Ha fires top, 
middle and bottom, then he feane 
and causes bloche to fall. Avoid 
the hlochs oed zap his ecalinese 
between his fire attacks. It will 
take 12 strikes with your whip to 
hring him down. 
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Level Three tikes you inside Dracula's forbid¬ 
ding Clock Tower, where you'll have to climb 
chains md pendulums to reach the top. You'!! 
want to study the map, because you don't 
want to get caught climbing towards a dead 
end— if you have to retrace your steps, you'll 
have to repeat your battles with all the mon¬ 
sters you fought before Plan your route, move 
quickly and carefully, and clear those bats 
from the belfry m a 


Another trap! You should 
avoid this araa entirely, 
silica thara art no valu¬ 
ables hidden in candles, 
ut if it's t jo late, fat in 
the corner, kneel, and 
whip at the various ene¬ 
mies coming your way. 
Caspar they're not— 
unffrienHfy gfc***f 
are packieg firepower. 
Be eure to climb the 
chains to grab the Meet 
and tha Dagger in the 
area to the light 


<d| There * a smaller 

J dregon to rWeot 
‘ this room, but just fall 
down and crouch, 
Shoot him when he's 
peeing, thee avoid the 
fireballs he fires (or juetwhip them away). 
Doe't let him pece over you—this lizard 
ie heavyl 


It gets intense here. If you dae't destroy 
the enemies es they eppeer, they'll follow 
you end, eventually, swarm you Thinh 
ettach of the killer hees times ten. Stay 
at the reedy end whip the moestere, near¬ 
by or not 


Tha Gran Reaper throws email, sharp 

scythes from the brge scythe he 
holds. Itis easy to hit hsm— just leap 
mi whip when he's sottled on one 
side-but ite just es important te hit 
the flying sycthes, which will bounce 
era unil and into you Whv thorn when 
they've bouncing in the earners. 
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Sonia's next challenge brings her face-to-face with the son of 
Dracula Before you>meet him, though, you'll have to destroy the 
worms that crawl under the floor. Wait for them to emerge next to 
you, then whip them. You'll also.have - to pluck the fire-shooting 
flowers by jumping and striking. 


tEGENDH 


S nil hc$ hng known 
Alucartl, Dmcuh's s ;n, 
hut that makas him na 
easier to daftat Sava 


the firaballs ha throws and it M hit 
dash lunge. Crouch t at id his 
sword, and catch him whin ha's nrt 
a hat. It * also possible ta trap him 
against tha lift wall. 


A warning l ut 
spiUs th ey'n c d- 
lv Th v f art# mo i 

m tthm m my h 3 

~tt icks, an once 

you're an them, it's 
b rd to get ef hit's 

hatter to taka a hit from a hat than to lose 
i lifa to a spike. 


F | At this crasarwids, maka 
b sure that you ga up and jet 
5? the Holy Water hefora you 
pj head toward Alucard's 
fj ehanvier. Be prr. ned for 
jat attacks wha n you go 
back down 


Again, b aware of the whits candfas. de vary 
careful in these rooms, because hitting a single 
white candle could sat yau lack. The last can- 
dla holds a piece of Meat, Hit you d^n't want to 

tip a whit i candle when you 
jUgSfififij whip at it. Wait until you're 

at idin~n xt to th 1 ?4 oi 
to strike. 


It's t *ir.> tin^ to ~n 
th-'t rope and sail 

over the spikes, jut UHbij 

on tha other side*. Hry 
waiting on your 
ledge, firing frame 

crouch until they have, than taking that 
ropa over. 


' i'll it it M ‘ Ji- mid II 
w y through the level. 

Sh slith <rs icro^s tit 

floor on snaky l^gs m . I 

jabs with a sword, but 
youcandofeatherif you 
laap down to the floor, crouch in tha earner, 
an kaip attacking as sht moves. 



L * V *« 



JUJj IIP 


( 1 

\ 1 1 

[ 1 ' [ 


























































































flnannla’r Coi'fot Oaccana Dractila's Cathedral is filled with mysteries of the ages 

uracuia s jeurei Passage The iarge enipt y room on thls ]eve i IS( at nrst, piling 

You'll have to fall into the room from above in order!to trip a switch that opens a secret passage 
Although you can finish this level without even taking the passage, if you pass it by, you'll miss out 
on a hidden stage and the Cross. 


Although th« short ■■K 1 
stalactites it this fl 

room pose no threat, 28 

the laager ones will 

gash your head if you jump into them. You II 
have to find e way to continue withoet hit- 
tiag the ceiling. Try standieg on the third 
step, pulling the Control Stick to tha right, 
thee jumping. 




Wli n you ani *r the room {■PuJI'' 

below, it will appear to he 
empty You'll hava to fall 
from the left platform in the room above to 
make thin >$ happen. Control your fall so 
you land an the platform, shooting tha 
hangup candla along the way. The first 
ciindl* holds a 1-up; the one m tha plat¬ 
form opens a secret passage. 


Muway 
thr ugh tha 

level, you'll meet tha Jumping 
Demon. He’ll try to stomp you 
out like a c ckroach, so enter 
tha reom with full energy and 
a raady whip. Go to the right 
side if the room ami stind on 
the ledga next to the exit. 
Face 1 1 the left and start 
striking with yeur whip as 
quickly as you c m You'll have 
to land 12 blows in order to 
ground the demoa 
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If you don't fall through the floor into the secret passage, you can continue to the right and enter 
the lower map on this page It you do go through the secret passage, you'll pass through the top 
map before ending up in the area shown in the last map section here 


As soon as you inter and walk to tht middle •( this 
room, you'll bt frozen in your tracks. Whan the firo- 
ball-pitchin| anemias surround you, stay low. Crouch 
and turn laf t and right to attack. You'll have te defeat 
tan bafort you'll ba abla to move an. 


'fern'll haw uj fight Drtcula in two forms bifora 
he'll Qiva up the ghost At first, the ca^ad vaiF. u 4r* 
will talaport around the mm flinging tirabaHs. 
Latir, ha tikes a giant firm and sends only his gar 
goylt'like face flying around, ahaoting f ErabaHs. 
This will bt a 'diffi¬ 
cult battle, and it ^ 

will Im n\ I the more 
challanging without r 
a rower "Wio Whip W 
Get ready 10 c race 

the whip—" and cross ‘ + . 

your vampire-slnying 


Here's your last chance 
at Meat, so crawl under 
the flower before shoot' 
iroj the candle; other- 
wise, you'll lose it 


DRmC is back 


it* hunter!#idfcjrtffcis ne 


ir, S/hii &elr*»Oiit* Icfhoi ’d hi 
#**\t Dt &«uT* 
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should fcuhfclftMgi 

m Acclaim's BvsVa- 


and many m< 
wouldn't miss! 


In case you aren't already a ton of Bust-A-Move on the Super NB, 
here's A brief description of the fw\ you're in for on -the Game Roy; 
You begin with a screen fiHed with various bubbles that you'll try to 
dear by firing matching bubbles front below. If you can connect 
three or more* identical-bubbles, they'll burst and disappear from the 


playing field. Sounds simple, tijjht? Right! You'll be simply overrun 
with hubbies if you don’t devise some dever strategies! 


While this game give*, you three great mode* ot play, they all have 
ope goal in cbmmom To bust bubbles as quickly as you can! Mo4 
importantly, fry to fire your bubbles so they land next to any idem 
tied opes already on the screen, You'll, often have to angle your 
"*■** ?o they bounce--ftthe •'«* I into the right spots, If you're 
ii fr,. s f6r a monumental sen*fry bowide vour bubb: -sOft lh- 
frith nd hitting any pair at- ft* top of Ah- fereere 
oft rehi'm ctibn, bredib.;>ii^ dngtoV " at 1 -' 


^ARGX 











































BUSJ-A-MOVE 2 


START 


trade '«pt^Wk‘^0»Wm:* 
ji&iff left*,cbjettor tests tin, ftv« to ten 
-ottod of hubbU-burtfog pf 'y N on. path is uaiifir 

than ooth o but tK diff<a _nl f v.lsfa.EOtlu mntvdif- 
ri^olt .. *' p Th , nr, *wlk«on . to » add 

during ifif round H *oo get overrun with bubble*, but HHIHIHH 
you can '<• 4*p to nine credito.frt k*»p the game going |t«*t be su‘ *H-»* 
you go to the Options screen and pick the maximum number of credits 
before beginning the game! . - - 


In this mode you're trying to cross an island by besting com- 
puter-controlled critters at bubble busting in 13 sepnrate 
competitions. The real key . ^ 

to beating the computer is 

tV •as pi 3io«. cry mitt- 

ef*«, >vao small 
you bury your opponent. mxjF'J&mfiE 


•ante wunr v * you took ctosety 
afran^ .erU trfbi*' Wet yob dtouid 
b able o^ejear th - i.tvci* with just 
A few sl tdSi And if you can polish 
df < yound quddy tnu agh, you'd. 
%e few^rded with a pig bonus? 
There are 50 screens in all, but 
you'll get a password after each 
round so you can take breaks. 










































David j^ermeno Venlura, LA 
Patrick Trembly ChanutefKS 
Michael Ynu Pittsfield! MA 
^ ’fanqnp r * * S ms Ih . CT atg^ 
Larry Marsh Rio Dell, CA 
Ron Beardsley Lompoc, C\ 
G. S.chflrnborst Fresno, CAj 
Michael Wittas Phoenix, Xt y 
J. Tirschmann ManHotnvadgt, 


19 - 04.07 
19 : 04.69 
19:05 40 


STAR FOX 64 ■ 

Most Venomian Units Deslioyed (Voi. 103) 

— «h*ofwwlSlef MO— +,m+ 
Oak Creek, Wl 1>46 
San Francisco, CA lj$53 
as Thetford-Mm ^ , P Q lj>34 
WenaTchetTWA 1,52F 
Andersortville, TN 1,512 
Franklin, ;NJ 1,494 

CRUISiy USA " a- 

best Coast-tb- Coast Times (Vol. 102) 

Mike Volbncf «-r>T.rfffl! 

David Ramsey koogoolee, IN 1834.6^ 
Ely Hsu Jacksonville, Ft 1 8.35.39 

Jonathan PIichta Milford, Ml , 18.42.hJ 

>aVl5 Atteh^ ~ "T 1 10 4 4-g3 

Jeff Derrenftrger Fishers, IN 1852.79 

Marly Srlbifcr Marietta, GA 1858.83 


Chris Brown 
Dave Paradia 
Francois Gin*. 
Ryan Wacker 
Tim Johnson 
John Roberts 


152 Coins in Wjpt’Dry World (Volume 97) 

Gabe Seeker Placentia, CA 

KsJsitoJtet-W. -v-Brentwood. IfiU. 

Houston, TX 
Threat Rivers, CA 
Cabt$l,AR 
WStpoJt, MA 1 " r 
Washington, NC 
Camphill, PA 


jord^ DeFdice 
Bryan Larson 
Aaron McDaniel 

Jimmy Riddle 
8qbby SuknaiJ 


INXEN00 POWER 


f BAY CITY 
BLAZING 
Send as yoar bast 
lap times lor tha SF track or 
tracks of yoar choice. If you 
clock in with one of tha top 25 
timea for any of the Bay City'a aix coarse a, 
yoa'll antar Arana's winners 
circla along with four 
Power Stamps 


CONQUERING THE 
CLASSICS 
z Atari's classics from the 
'80s have ao aad. Wa want to know 
how high yoa can go, ao 
, send as saapshots of your 
top scoras for the Super NES 
versions of Aetaroide, 
Bettlezoae, 

Centipede, Missile Command, Sapar 
Breakout and Tempest. 


BIG MONEY 

Wheel of Fortane is part lack, part smarta 
and part...well, fill in the hlaak. Spit y 
tha wheal, giva Vienna a ran for har J 
money, than send ue a photo I 
of yoar biggest winniags for 
a single roand (oee pazzle, aot the 
entiregoma). — 


PUSH STftBT 
HIGH senses 


HAKSTIS* 
5K8»USS 
P€P2T0 
HfW&TIKJ 
SAfiftK >) 

PEPITO 

fits 

TCUIilfl 

W£X 


;o gt469S0j^ $01 

i nrr^ 

rar r mr nnn 
WHEEL OF FORTUNE 


SAN FRANCISCO RUSH 


ARCADE'S GREATEST HITS 
THE ATARI COLLECTION 1 



liLLr 1 

[g m indfehjr 

ling is 

ft. Scour thisjs 

h3ir^ 





















ENDGAME ""S 

If you're a real pro, then you've seen your share of game finales. 
Can you identify what games these end scenes are from? (If you 
don't want us to ruin the ending, you'd better just skip this part. 
Otherwise, wait until next month when we'll reveal the answers.) 




t?o you HAve whKt it takbs? •* 

Sc ad us chaljenge ideas gt_pl|Dta&-olyour .a^higywttcnts 
for this month's Arena. If we use your suggestion or if 
you're a top qualifier, you'll receive Super Power 
Stamps and havfe your name featured in NP (for a 

wwwtiint ei tdo .v o m). - - 

how to && picture pbufbct 

* tncJude-yonr NtWf’or-SupW NfWirthe phtifo of J 
your high score! • Dim the lights and then take a 
few photos without a flash. • ff you're taking a photo 
of a Game Boy;'place it on a flat surface. • Write ^ 
your name, address an3 MemSeTNumber on the 
b^ck of your photo. • ^hc Arena challenges featured 
i^ this issue must be received no later than 

, ■ ■ r*wmw4r 


Guelph, ON 

Mor^ga, CA 


Matthfcw Thatcher 
Christian Yang 


WAVE RACE 64 , / 

Rest Times for Sunset /fay (Voi. 102) 

f Jidin*ly, WV A 

Justtb Ziibd Newark, pf 1:04.722 

MarljThompson Marysvillk Ml 1 05 523 

Nik Meeks Signal Mopnl un, TN t •06*219 

ttantoiS flWBtc P Pierrefonds, 667 

Matthew McH^nn Oklahoma City, OK 1 |U6.786 
Travis Allen Spokane* WA l|fo7 154 

~r^JM —OertrehanrAA^^ ijo^. 

ICtn Zhu Tiinpc, jtZ 1:08.366 

Michael Olmstcad Westville, NS 1:08 658 
Mike Bogle Sherwoqd, OR 1 m .963 

r —966 
Bill Border S.W. Masillon, OH 1 =08.979 

Nathan^l Brown Fairport, NY I :Q9.624 

+ t Patrick ■ o w^ ( | TT V ^ Sinking S prin g . £ /y_J j39,770 
*, Brendan Sweeney Shaver Lake, CA t ^9.809 


ANSWER TO VOLUME 105 


SHADOW PLAY 
Ebisummu from Mystical 
Ninja Starring Gocmon pg 41 


This months Quiz Try This 1 
and Hide* Seek ara all just 
foi fun this time so you don t 
need to send in your guesses 
oi photos-we II be printing 
the answers hRrp next 
month 


E-mail us with challenges and suggestions at 

aretta@nm tendo.com J _ 

-OiTsend entries to: • 1 

f Power Player's Arena, P.O. BOX 97033 
I Redmond, WA 980*3-9733 


TfirTFvix! 


1 iu. 


Nintendo's game testers play games * 
for a living, and their lightning fast 
times for Diddy Kong Racing show 
that they're doing their job pretty 
timed well. See how you measure 
up by comparing your times with 
our pros' personal bests: 

Ancient Lake 0:45.91 

Boulder Canyon 1:38.25 

Darkmoon Caverns 2:03.85 

Greenwood Village 1 £1.50 

Haunted Woods 0:57*00 


Nr J ». H rtlf i Hu DUC^IID 

TMi N*V*!M#US C-> / 
'Itft*! tut 

H I MS MCK tHt #*r 

t MC O «IV 


Spacedust Alley 


1:50.26 


Spaceport Alpha 


DESIGN AND GRAPHICS 
JOHN rOHAS 


hRTw 


ifhout using any sp 
. iNDON, FL 
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1080 ° SnOUIBORRDinG 


• Nintondo/96 Megabits 

• 1 or 2 players simultaneous play 

• Controller and Wumblt Pak compatible 

• 6 courses, 5 boarders, 6 motfrs 


cVtKTDNE 







Extreme fun on the extreme machine. 

From blizzards to dazzling sunlight, 1080' 
Snowboarding creates a mountain environment so real that 
you could freeze your tail off The character animation looks 
cool, too Some of the effects, such as wake powder blowing 
back at the screen, are almost enough to make you feel as if 
you're on the slopes 

Probably the most impressive part of the 
game is the realistic play control Like Wave Race 64, 1080 
Snowboarding recreates the feeling of its sport to an amazing 
degree The stunt control system is also similar to the one in 
Wave Race 64 

1080"is pretty much a racing game with 
a stunt mode thrown in The courses are varied enough to 
keep players hunting ; or the perfect line down the moun¬ 
tain or shortcuts 

E&nszftTMn Whether you like freeriding or going 


.0 HU? CtJTTAC L-8.8 GiimE DJSIGT=8.Z &mSF6CTI0n=8.3 S0UnD=8.1 



for Phat Air, you're 
going to have fun in 
1080‘ We would have 
liked more courses and 
a greater variety of runs, 
but, of course, we're 
never satisfied 

The sound 
effects of boards sliding, 
scraping and swooshing over the course add a lot to the 
reality A Gen X sound track sets the tone 
liliUl lllMa Scott This is the only way Til ever 
nail ,i 720 Air without breaking my hack 
Henry- The snowboard feeling ts excellent ; and 
the tricks add depth Dan Graphics This game 
is sick, dude 1 


OVERALL 


NINTENDO POWER 
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2S 

""T H 

• AccIaim/96 Megabits 


B 

• 1 to 4 players simultaneous play 

1 \ A, 

Q J 

• Controlter and Rumble Pak compatible 

E&n * 


• NHL and NHLPA licenses 



* 6 modes 





Break away for a change ot pace on the N64 ice 



| The cJose-up camera 
angles look great, but 
they don't provide a 
good playing per¬ 
spective For that, 
you must use the 
higher camera posi¬ 
tions Unfortunately, 
you lose detail while gaining a wide field of view All 
the graphics look better than the PSX version 
|^FV(3 iT||| M1 Response times for passing, shooting, 
checking and other moves are good, but the actions 
don't feel particularly realistic Fighting is awkward 

NHL Breakaway has it all-exhibitions, 
four-player action, arcade mode, seasons, playoTs, 


KH 



Rumble Pak compati- 

bility—even international teams 1 he options for choosing 
such things as offensive strategies and manual line 
switching are great for hockey fans 

This game provides a very solid simu¬ 
lation experience and several options that are superior 
to the options in the Gretzky games The action on the 
ice, although more realistic in some ways, may not have 
quite the electricity of Gretzky, with its emphasis on 
fast, arcade action and high scoring 
Eilifiljl The limited use of the announcer doesn't 
add much, but the sound effects are good if you 
crank the volume 

(iijfiHpsffBtfJ Scott Hiring coaches and 
sending players to the hospital? It's almost a 
hockey RPC Henry Tons of features 



nil v corm ou 7.3 
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OVERALL RATING 


n QUAKE 64 


• Midway.'9S Megabits 

• 1 or 2 players simultaneous play 

• Controller Pak compatible 

• Passwords 

• 26 stages 




SdTlSF^TI0n=B.9 S0U11D=7.5 


A monster PC hit explodes on the N64 scene. 

Good environments, ugly monsters That 
about sums it up The use of 3-D monsters was one of the 
big innovations when the PC version of Quake came 
out. Things have come along way since then, but you 
wouldn't know it from looking at the monsters in Quake 
64 The environments are another story, especially the 
play of light and shadow It really sets the mood 

Quick movement and 
the ability to jump 
make for a more varied 
experience than most 
3 D shooters offer You 
can use cross-hairs and 
even choose a reverse 
Control Stick option 


■i r '**i»*>**'*ii 

The N64 version of Quake is fairly faithful to the PC game 
This is a 3-D shooter with tons of guns and monsters running 
amok I he multiplayer option gives players a sense of PC net- 
work Death Matc hes, although on a limited scale 

The one-player game is intense and 
challenging with some some cool stages. The multiplay¬ 
er option was somewhat disappointing 

Although the original sound track has been 
changed, the new N64 soundtrack of menacing mood 
music is perfectly suited to the game 

Henry Between the darkness 
and low frame rate, I need some aspirin Paul 
If you haven't gotten sick of Doom and 
Hexen, this is worth a look Dan: The multi¬ 
player mode is limited hut fun 
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Wario’s new adventure goes where no game has gone before. 





i ; ; | ; 

9m 1FF1 

till 


I'T.ftltfilP 0 Some of 
the best graphics 
ever for a Game Boy 
title give Wario Land 
21 richness and vari¬ 
ety. The various spe¬ 
cial forms that Wario 
takes on work on 
several levels The 


special forms are comic and they can be a strategic clue 
to getting through a stage Nintendo made good use of 
the Super Game Boy by giving WL II good color palettes 
and a fun border 

Control is top notch, but as Wario 
changes form, me controls can change, as well 

The "no-die" design means you never 



have to start over at 
the beginning of the game The use of special forms 
adds variety and puzzle-solving to the mix Stages are 
laid out to maximize variety and interest 
l&iMPaiwf] In the tradition of previous Mario and 
Wario games, it's fun, funny and challenging What 
more is there? 
fe.jfi".] 

The music is slightly twisted, comical and 
perfectly suited to the likes of Wario. Although dis¬ 
cordant, it works, 

Scott Some of the techniques for 
fighung bosses are very creative, and the puzzles 
are often mind bending. Terry The different 
routes in the game increase the replay value 
Marty Its a Mario game, Paul* If you like 
side scrollers, you 've nothing to lose 
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CRSTLEl/RfllR LEGEflDS 


s 




Konami/2 Megabits 

1 player 
Passwords 
5 levels 

2 modes 




Transylvanian terror has never been better. 

Konarru did an excellent job of recreating 
the classic Casdevama look one more time The SGB 
enhanced border is a nice castle wall Castlevania vet¬ 
erans will recognize many enemies they've met 
before, bu t there are surprises, as well 

Whipping, jumping and throwing 
the occasional Soul Weapon are all activities 

you expect from 
Castlevania Don't 
expect much more. 
Jumping provides 
the most excitement, 
since you can't miss 
by so much as a 
pixel without tum¬ 
bling to your doom 






afcs&L 




HI 




ESS! 


EVERYONE 



»• 



Something new did work its way inio the design of 
Legends, and it's a great addition The Light Mode 
equips your female* vampire hunter with a chain whip 
and fireballs right from the start, and you never lose it 
After that, expect five levels filled with ghouls, bosses, 
sub- bosses and traps 

Konami knows this senes inside and 
out, and in Castlevania Legends, it pushes all the right 
buttons With the new' Light Mode, anybody should be 
able to reach the end Even so, you'll have many 
hours of bat-slapping fun 
Ellllljit] Most of the stage themes have the right 
dark edge to them and none of it is annoying 

Scott* it's like an old friend , 
you haven’t seen for ages Son]a Too easy 
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Bust your brain with this puzzler from Acclaim. 

P^tsjnrag Although the graphics are fairly simple, 
Bust-A-Move 2 looks good and, what's more important, 
you can aim shots with precision In some matches, 
you'll get an aiming cursor that shows how a marble 
bounces o ff the wall 

In Bust-A-Move 2, the most critical 
part of the game is being able to aim the shooter/arrow 
with precision. In the Puzzle or Time Attack modes, 
with their wider windows on the action, that's easy In 
the Vs Computer mode's narrower window, aiming 
can be tricky 

BAM 2 includes everything you would 
expect except tor a two-player option The Puzzle mode 
and Vs Computer match provide good variety, but the Time 
Attack mode seems too similar to the Puzzle game 

Probe created this Taito-licensed game 


MCxT 


for Acclaim and it lost 
nothing in the migra¬ 
tion As a Super NES 
game, and an arcade 
title, BAM was totally 
captivating It still is 
on Game Boy Puzzle 
fans should love it 

Fairly sim¬ 
ple music and sound 
effects are w ell-suited to the game but not memorable 

Terry Must., stop... playing 
Can't. . reach., power switch Armond I'm 
sorry, but after playing this game, I felt as if 
I needed to "Bust Outa Here " Paul. It's 
tough to tell the little pieces apart. 


IIV 
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EURLURTORS 


ARMOMUr flowing. flPG*, fioutntures 


MART* Sparta, fiction, fiduentur«s 


Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power. They 
all have their favorite categories, but 
they play and evaluate every game 
we receive. Follow your favorite pro 
in each issue's Now Playing. 


( PAUL-riqhttng,Sport* SwnulirtiofiB 


i OAftMrtion fiflventUftt, Sport* 


( SCtJTTrSpflFTS, amulatiOTB, Adventure* j 


fHlOf Sports RPCs Advent urea 


l HENRY-nghiing, fiction. Spurt* 


SONJA-Puzziev RPC*, fronting 


M5PIV fid vent urea, fiction, Puzzle* 


TERRY RPGs, Simulations Puzzles 


®E=GEW© TREES AW® WAfffES 



RRTIHG5 


t fiATIIFACTlOlM; 25% 


Each Power Meter category is weighted to refect its 
ov srall importance. We feel th;*t Satisfaction and Game 
D esign ir.: tht most important areas, closely followed 
by Play Control end Graphics. Sound tends to be less 
important for most games. ^ D'ES'tBKf: as*) 


RGB RRTinGS 

These are the official ratings from 
the Entertainment Software 
Ratings Board that reflect appro¬ 
priate ages for players. To contact 
the ESRB, call 1-800-771-3772. 


NG 


R* 


prior to the commen 
- merit of the retina* 
eystem are defllgnoted NR. 










All Age 


Eerly 

Childhood 


113 i 

Muturi 

I17+J 

Adult 

118+1 
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Is it out of the park? 

THIS 
MONTH 




RECKIN' BALLS 



<*> ~ w 

Whet's up with Iguaaa? 


BIO FREAKS 


$ 




r * 


tuusun 
Gorgeous butyory 


TUROK 2 


<r 




ii 


Exclusive screen ehots' 


ZELDA 64 






VIDEO GAMES SALES LEAD 
IN NORTH AMERICA 


More secret pics. 


t the end of 1997, Acclaim celebrat¬ 
ed a return to the black with a 70% 
increase in income, due in major part to 
excellent holiday sales of Turok, NFL QB 
Club and Extreme-G That's just one 
success story in many for the N64—-the 
system that has 
become the 
home of the 
mega hits. 

According to 
the industry 
IRSTS reports 
based on soft¬ 
ware sales at 
major retailers, 
the year's top 

five titles were all from Nintendo Mano 
Kart 64, Star Fox 64, Super Mario 64, DKR, 
and Golden Eye 007 Other N64 games to 
make the top 20 included Turok Dinosaur 
Hunter, Star Wars* Shadows of the Empire, 
Wave Race 64, Cruis'n USA, NFL 
Quarterback Club '98 and Madden 64 



* m nlm Nintendo (V 

in 

of n uiiilnn in 

1997 olono." 
-totor Main 


Peter Mam, Nintendo of America's senior 
vice president of marketing, summed it up 
in a recent speech. "In a business where tra¬ 
ditionally only one of every 200 or 300 
game releases ever achieves million seller 
status, nine Nintendo 64 games sold in 

excess of a mil¬ 
lion in 1997 
alone" And that 
number of mil¬ 
lion unit titles 
could soon be 
ten with WCW 
Vs NWO World 
lour already pa¬ 
ssing the 800,000 
mark Industry 
forecasters suggest that even more games 
will be sold this year With titles like Zelda 
64, Banjo-Kazooie, Turok 2, F-Zero X, and 
NBA Courtside, plus more tities from 
Nintendo, Rare, Acclaim, Konami and 
Midway ready to explode on the scene, 
1998 sales could shatter all records 
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cclaim's All-Star Baseball '98 
in development at Iguana 
Entertainment may set a new stan¬ 
dard for realistic sports simulations 
Recently, Acclaim stopped by our 
Pak Watch offices to show off a demo 
of the game. The crispness of the hi¬ 
res characters was reminiscent of 
NFL QB Club, which was also a cre¬ 
ation of Iguana Entertainment But 
whereas Q8 Club used the Turok 
engine for animation, All-Star 
Baseball has a newly designed sports 


engine that will undoubtedly power Lighting, especial ly in outdoors night games like the one 

many of Acclaim's future sports titles depicted in this shot at Wrigley Field, shows the attention 

to lifelike detail given by Iguana 


Major league 
animation 

1 he lifelike animation has to be seen to be 
believed, much like the televised look of 
FIFA" Road to the World Cup '98 But this 


Faces of top MLB stars will appear on their char¬ 
acters in the game 


The arcade pitcher control will let you move the 
ball during the pitch Simulation control will let you 
choose one of the pitcher's actual pitches 


is baseball with its huge range of 
motions—diving, sliding, swinging bats, 
throwing pitches, spitting, scratching and 
thumping dirt off of spikes with the end of 
the bat And all of these motions look 
amazingly real With 50,000 frames of ani¬ 
mation for 1,000 different motions, it 
should look good That includes 100 indi¬ 
vidual batting stances 

Let’s play balls 

This game is more than just an all-star for 
its graphics Iguana is including some very 
cool options, such as one- to four-player 
simultaneous play modes, minor league 
farm rosters from which you can "call up" 
top prospects, create-a-player options, 
multiple-camera perspectives, spring train¬ 
ing mode, an arcade pitching option and 
a sim pitching option, trades, realistic 
stadiums, and more Although Acclaim 
plans to release the title in April, we think 
a May or even June release may be a little 
more realistic The big question is how All- 
Star Baseball '98 will stack up to 
Nintendo's MLB Featuring Ken Griffey Jr. 
Unfortunately, we can't answer that until 
we play a finished version of All-Star We 
can say that Junior may not have the only 
winning ticket in town 
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o what in the world 
is vertical racing? 

Acclaim's answer is a one- 
to four-player game tenta¬ 
tively called Reckin' Balls 
in development at Iguana 
Entertainment "It's sort of 
like Mario Kart 64 with 
springs," explains Mike 
Myers or Acclaim The 
balls in Reckin' Balls are animated char¬ 
acters with funny faces that must 
bounce, roll and grapple their way to 
the top of multilevel 
towers The towers 
are the race tracks. 

A race to 
the top 

The game plays out 
with the balls racing 


along the tracks 
until they are 
directly below 
an upper level 
track Then they 
bounce or pull 
themselves up 
to that level. 
Enemies may 
get in the way, 
and balls can pick up items to use 
against their opponents. They must also 
contend with traps and tricky devices 

that blast the balls up to 
higher levels Once they 
reach the top of the tower, 
the balls are carried back 
to the bottom where they 
start it all over again for 
another two laps With 
100 levels, eight charac¬ 


ters, and Rumble Pak compatibility, 
Acclaim plans on packing Reckin' Balls 
into a 128 megabit Game Pak and hav¬ 
ing it out the door by this May 


IS BIO FREAKS 



BLOODY? 





hen is too much too 
much? That ques¬ 
tion may be on some people's 
minds when they see Bio 
Freaks from Midway. The 
developers at Saffire have gone 
to great lengths to make this 
game look cool The arenas 
have a menacing air, the characters 
range from a Lara Croft 
look-alike to a hulking 
man-machine monster 
All of them are armed 
with heavy duty weapons, 
lots of flashy fighting 
moves and jet packs, so 


they can take the fight to 
a vertical dimension 

Wipe off that 
screen 

But what a tot of people 
will focus on is the 
spattered blood 
that seems to hit the inside of the 
television screen, or the 
fact that characters can 
lose an arm and keep on 
fighting and spurting In 
defense of Midway, the 
excesses in Bio Freaks came 
about after focus groups of 


gamers called for more gore They got it, 
but Midway plans to give players options 
to turn off the fountain Even cleaned up, 
Bio Freaks will have a lot to offer rabid 
fans. Players will have to avoid arena haz¬ 
ards sucli as giant rollers or a moat of bub¬ 
bling acid. The 
eight mam fighting 
characters and two 
bosses feature 25 to 
30 moves apiece 
and two types of 
shielding. Even if 
you object to graph¬ 
ic violence, the variety of Bio Freaks wi 
be hard to resist. 
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The Raptors, and all the inhabitants of Turck 2, have been smooth 
skinned to eliminate the sharp polygon edges seen in the original 


The tentative siih-tftle for Zelda 6^ r« 
Ocarina of Time. An Ocarina, for those of 
you into musical minutia, is a small, 
roundish type of flute. In the case of 
Zelda 64, the Ocarina is a magical instru¬ 
ment, as well. The price of getting the 
Ocarina is three spiritual stones that Link 
must And along the way. In other Zelda 
64 related news, it has been decided that 
the Game Pak itself will be gold just like 
the first NES Legend of Zelda. Although 
an official date hasn't been announced, 
Nintendo chairman Howard Lincoln says 
it will definitely be out some time in the 
second half of 1998. fn the meantime, we 
have more exclusive shots from EAD. 


Link turns away from Amos, 
then spias end strikes the 
monster hard. \Vs tha final 
hlow for this armored foe. 


*00 


Even a powerful 
shot isn't 
enough to 
defeat strong 
enemies like 
Amos. You need 
a plan of 
attach. 


Thf 1 

ef the most 
realistic spaces 
ever created for 
a videogame. 
Linh has com¬ 
plete freedom 
ef motion hare. 


Linh seems to he 
able to do iust 
about everything, 
from throwing a 
boomerang to 


ak Watch is proud to present the 
first-ever published screen shots of 
Turok 2 for the N64 Acclaim provided these 
screen shots exclusively for our readers, 
knowing tull well that Nintendo Power 
readers are the biggest Turok fans in the 
known universe The images are of one city 
in the upcoming sequel, and they demon¬ 
strate the ultra-realistic level of detail that 
the game will feature Enjoy the great shots 


Each erty and area in Turok 2 will 
have its own architectural style 
This Moorish temple isn't the 
work of the lumbenng Pur-lm. 
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More FIFA? 

This May, expect a new version of FIFA for 
the N64 Entitled FIFA: World Cup '9B, the 
new game should be as stunning as 
FIFA: Road to the World Cup '9B and 
include small improvements The 
big difference is that you won't 
be on the road any more. Further 
down a different road, EA Sports plans 
on publishing NBA Live '99 sometime this 
year We don't expect it until fall, but EA 
has surprised us before The biggest sur¬ 
prise from Electronic Arts, however, was an 
announcement that THQ will sub-license 
and publish two EA titles for the N64 Both 
games, Road Rash and Nuclear Strike, are 
scheduled for release next year. 

No rest for Konani 

The latest news is that a Came Boy version 
of International Super Star Soccer will be 
coming out this summer along with a sec¬ 
ond N64 version of the excellent soccer 
game In Japan, Konami has been putting 


Everything tat a 
virtual airbag 

Internet's V3 Racing Wheel controller is 
well on its way to becoming the first offi¬ 
cially licensed steering wheel and pedal 
combo for the N64. When the most recent 
version of the V3 arrived at NOA for test¬ 
ing, we snagged the unit for a test drive on 
just about every racer currently released for 
the N64, The wheel itself plugs into the first 
controller slot on the N64, then the pedal 
unit with accelerator and brake pedals 
plugs into the wheel console To keep the 
wheel in place, the unit has a leg brace fea¬ 
ture that sits under the driver's thighs You 
can adjust height and angle for comfort and 
there's even a programming feature. The 
analog wheel has 300 degrees of rotation 
and all the buttons that you'd find on a reg¬ 
ular N64 controller It's self-centering, and 
it has a slot for a Controller Pak, Once we 
got out on the road, we discovered that not 
all racers handled the same with a wheel 
Our exacting but unscientific tests revealed 
that San Francisco Rush, Automobili 
Lamborghini, MRC, F-l Pole Position and 
DKR all handled pretty well with the V3. 



Rush was particularly cool although we 
missed the Rumble Pak On Mario Kart 64, 
performing power slides was difficult. 
Top Gear Rally also proved to be twitchy 
with the V3. Interact has announced a sug¬ 
gested retail price of $69 99 for the unit, 
which they hope to release sometime in the 
next several months, if nothing else, the V3 
will certainly bring new life to all your 
old racers. 


together classic collections of Game Boy 
titles, and the U.S, subsidiary is considering 
doing the same thing in North America 
The Nagaya KCE division of Konami is said 
to be a hotbed of Game Boy development, 
so don't be surprised to hear about more 
titles due for release later in the year 

Bowled over by Milo 

Milo's Bowl-o-Rama from Crave 
Entertainment is still a long way from com¬ 
pletion, but Crave recently sent us an early, 
playable demo to give us a sense of what 
the game is like Graphically, it was pretty 
wild. Milo and his bowling buddies look 
like they've been away from earth for 
awhile. The idea is to create a cartoomsh, 
3-D, out-of-this-world look to the game. 
The controls at this stage mimic the actual 
steps you take in bowling, using the 
Control Stick to take steps and release the 
ball. We didn't see any of the miniature golf 
type alleys, which will be one of the 
unique points of the game Player One is 


developing the game for Crave, and the 
plans are to release it in the fall of '9B. 

Thaxo’s always nore 
on tha NSV 

More publishers are announcing more new 
N64 games every month as the system con¬ 
tinues to pick up momentum. Hudson Soft 
in Japan has completed the second 
Bomberman adventure for the N64 
Bomberman's new game is more of a 
Marioesque action romp than the puzzle- 
filled first title. Kemco revealed that the two 
still-unnamed titles it is working on will be 
shown at E3 One game is an RPG based 
on a previously released Kemco game. The 
second title is an action game with lots of 
puzzle elements And Konami told Pak 
Watch to expect a new NBA title, a hockey 
title, an RPG tentatively called Dear Blue, a 
new fighting game, and a game that has 
something to do with graffiti Next month, 
we expect some even bigger announce¬ 
ments Stay tuned 
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A Bare move 

In a move sure to make gamers around the 
world as happy as honey bears, Rare and 
Nintendo are now planning to release Banjo- 
Kazooie in 
fune rather 
than on the 
previous Iy 
announced 
July date. The 
recent ver¬ 
sions of this 
N64 action adventure feature graphics that are 
almost too beautiful to belong to a video 
game The animation, the backgrounds, the 
special effects and the interaction with color¬ 
ful characters make B-K look more like an ani¬ 
mated movie—except that it looks better than 
any animated movie we've ever seen Disney 

could take 
lessons from the 
programmers and 
artists at Rare But 
even more signif¬ 
icant is the added 
depth of play in 
Banjo Kazooie There is so much to find, so 
many puzzles to solve, and so many baddies 
to bonk that players may never see it all The 
exclusive shots shown here are just a taste of 
what's to come By June, everyone will be 
singing the praises of Banjo-Kazooie 
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If you can’t go to the play-offs, | NBA^ 

bring the play-offs home to ^ \T' ' T 

you with MBA Courtside. We’ll \ \n\V\' u u ;v I r*3)j Ij $ 1/ * 
have a complete play-by-play of 

Nintendo’s breakthrough basketball game, from player stats to team 
strategies and more. It’ll be a hi-res hoopfest you won’t want to miss! 



10S0* Snowboarding 


When we hit the slopes 
next month for more 
1080' Snowboarding 
strategies, 
well focus 
our attention 
on secret tricks, 
"impossible" maneu- 
vers and all sorts qf 
halfpipe hairiness. April 
will be another "Black 
Diamond" month at 
Nintendo Power. 


MftJOL LEAGUE BASEBALL 
FEATURING KEN GRIFFEY JB 


experts 




ONLY 



We'll also have - full coverage 
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Quest, Exim ik (. WCW vs. N WO World tour Sdu on Valley San 
Flit 11 cisco Ri isli Mona. Konihu i My i hologics, Duke Nukem 64 
NFI QuaiitiKick( luh‘1)8 Body Harvest TopGear Rally Quest 
b4 GoldeiiEvMOOBesi Ambushes, 100 Best CxxlesEver 100 Best 
Games nf All Time First 100 Gain esfoi theNM 

Volume 99 (Aug. ‘97) ColdaiEye 007 Mission Briefings, Multi 
Racing (Ji i ii i pion ship Star Fox 64 Gob Mi i LiU Teinsph i re 
Ruboi mn 04 Bi i uiswick \VT(>U Ken Gri I k v Jr Presents, MLB 
(CB), roll is Plus Mischief Makers Preview Blast Corps Comics 

Volume 98 (July ’97) SiarFoxfH D.trkRifi Review,International 
Snp< rsui Son u 64 I lext n Part - Blasi Corps: Expert Levels, 
Disnc vs Hercules, Oil line CpcLuc tvnli Amy and Ti avis, 1997 E3 
Pros lew Pockti Monsters, Blast Corps Cmmcs. 

Volume 97 (June ’97): (lav Fight cr63< vHcxen Pan I Wai Gods, 
liiroLDiuosaiii llnuier W.upMaps, Aladdin Rati foi the 
Rubies, DK1 2:TheFmal Levels,SpaceSiaiiuuSilicon Valley 
AemFighiei s Assault, Blast Cot ps Comics, Tokvt> Game Show 
Report 

Volume 96 (May ‘97)- Domr. (44 Strategies Pan 2, FI FA Sotcerfrl 
Siai Foxli4 Primiv I jcisi Vikings2 BlaMCorpsSiJiuegiesP.uCi, 
Dmikt v Kong (bimiry 3 The 19%Niinendu Ptivver Awards 
M ill ners lnicrplay Fm i Pak Exu j \agan/a. Wonder PrqjcciJ2. 

Volume 9S (Apr ‘97):BUsi Corps, Dcxhii 64 Ti irok. Complete 
M ips (lav hghtrrbS tPreview tyavne Gretzky s3-Df hx key, 
Supu Meimid,Siipti NESDooni knbvsSlai Stacker, I >ai k Rif I 
Pit -mi vv Hnw loBt cunic i C mie Tester, Game ind Watch Gallery, 
Game Bei\ Pocket,Beal the boss. 

Volume 94 (Mar *97)' "liirok*Dinosaur Hi inter Power Award 
Nninni.moils Douin64 Slipu MarioKail64 kI(iolcLAdvanced 
(-omlxis Tin Lcgt ntllif A Ida. Links Aw ikeinng Tlie 
Hi ill ihb.uk of NnirLlF.uiu Ben die Bosses.Super Mai ioRPG, 
FIFA Socci r 64, G.uneof the Fm me Contest,Harvest Mcxhx 

Volume 93 (Feb *97) Mario K;iri 64,Star WarsSb; idows of 'he 
Empire( Jial \ ngePoints,GnldenLve(KI7 Turok Dinosau 
Hiiniu lopGi-ai KXK) kingof Fighters.M<ikMama, N64 
(bni rol lei P rk. {.et Em ti i Gi i Stai Wars Sliaclows of the Em pi re 
comic. Harvest Moon, Marvelous, 

Volume 92 (Jan. *97),Siai Wars: Shadows of theEmjnrc Special. 
Slitiduukai Ripori ManoKan 64 NBAFLnigiinic Cjuisii ILSjA, 
Donkey Kong (on nu \ 3' Dixu Kong ^D'HibleTroubk'—Tie Lost 
WorH Magu Boy Ctsper Shadows of the Empire com ic.Bcm the 
Boss,(»ainebov Small Classics, 

Volume 91 (Dec. ‘96) Kr e j Instinct (.old, Wayne Giel/kvs H7 
Hi *:kc\ NB \ Hai igtime Star Wais; Sbai low sol the Em pi ir 
Donkey Koiig<a)iinii y 4. Dixie kong^ Double Trouble Pan 2, 
UluntjicMoi talKiHiibat 3 Maru lSii}X.rHciT>eN Wai of the 
Gems, Ta/ M.im a 2 |<xipai <ly Shadows of the Empire tomi c. Wave 
R \cx bl Sn ategies. 

Use llic Bjck Issue/Tip Book Order Form mi Ins issue io order 
nasi Nmleiidu Hiwei issues mid books oi call our Consumei 
Sei \ icedi pm intm at 1-800- 255-3700 to order by plume w'lih 
Vim m M.isierOucL 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



